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INCLUDED WITH THIS ISSUE: A FREE PC CD-ROM PREVIEWING THE YEAR'S 
BIGGEST GAMES FOR THE PC, N64, PLAYSTATION, SATURN AND ARCADE... 


The biggest games of the year across all formats 


BANJO-KAZOOIE [NAA 
CONKER'S QUEST (N64) 
GOLDENE YE (M64 


LION VALLEY (Nee) 
IETRISPHERE [Nád 

1 NY ‘hy eS FLAT TAT N 
F 7 (PLAYSTATION) 


HGHTING FORCE (PLAYSTATION) 
MASTERS OF TERAS KASI (PLAYSTATION) 


SHADOW MASTER (PLAYSTATION) 


GRAND THEFT AUTO (PC) 


SPEC OPS (PC 

TANKTICS (PC 

TOMB RAIDER 7 (PC) 

PANZER DRAGOON SAGA (SATURNI 
DUAKE SATURNI 

SEGA TOURING CAR (SATURN 


SONIC R (SATURN) 


t yme Of thg MOST amentiam grabbing ESL TET Eae ү! 


ЕЗ captured by (he roving Edge video camera 


F-ZERO 64 (МБА) 

HYBRID HEAVEN (N64) 
LEGEND OF ZELDA 64 (мё 
LAMBORGHINI 44 (N63) 

SAN FRANCISCO RUSH (Мый 


YOSHI'S STORY NGA 
RESIDENT EVIL 2 (PLAYSTATION 


The creator of Earthworm Jur and MOK spec 


DAVE PERRY (SHINY ENTERTAINMENT) 


BIG IN JAPAN 
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A selection of videogame television arts, including 


Wód title Golden£ye, Japanese style 
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ENTER THE FUTURE OF INTERACTIVE 





dge was launched on August 19, 
E 1993. The mission was to create a 

videogames magazine unlike any 
that had gone before it. Game-playing tips 
were eschewed in favour of in-depth 
interviews, previews often morphed into 
expansive development features, but 
above all, only the upper echelons of the 
videogaming art made it into print. 

Edge still holds those values at the 
heart of its ethos, despite being 50 issues 
the wiser. In the early days of the 
magazine, 64bit and even 32bit 
videogaming were but far-off dreams that 
could be associated only with a brighter 
gaming future. The reality was, of course, 
very different. As CD-ROM became the 
medium to carry gaming forward, many 
developers lost touch with the one thing 
they were trying to create: entertainment. 

Fortunately, this clouded vision is 
slowly receding, and to reflect this Edge 
has also matured in its pursuit of 
interactive entertainment. 

This issue sees the magazine 
celebrating 50 issues of reporting from the 
leading edge of interactive entertainment. 
As well as casting an eye over the 
developments in videogaming over the 
past four years, Edge presents its second 
complimentary CD-ROM featuring the 
cream of the world's videogames in digital 
form, showcasing an unrivalled selection 
of the most promising releases of 1997. 

Enjoy the issue. And here's to an 
exciting journey to Edge 100... 


The future is almost here... 
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lent; VideoLogic card price drops tc | 
units finally ship; Earty version of Hexen /7 falis foul of pirates 


Р 





A recently formed dance collective known as Dance Tek Warriors 
prepares to push its Tekken перер routines, while Nintendo 
5.25 cease-and-desist orders to dealers renung N64 software 


16 nuMedia 


Reviewed: multimedia — the UK version of You Don't Know Jock! 
gadgets 一 Fulitsu s 42-inch Plasmatron TV; music = David 
Holmes ‘Let's Get Killed. Plus, Moto Roid T-shirt competition 


19 Netview 


The online gaming market is forecasted to be worth $1ba by the 
year 2000 = Edge looks at plans for Online Games ‘97, a Londor- 
based event aimed at educating players in this growing market 


20 | Big in Japan 


The whole world is aware ol the Tamagotchi phenomenon, but 
there is another thats just wena to pop out of Japan: Pocket 
Monsters. Edge locks at how this electronic pastime is developing 


22 An audience with... 


As the man responsible for the most successful wdeogamin 
hardware of the "90s, the PlayStation, Ken Kutaragi is one ‘the 
industry's biggest names. Edge probed him on PlayStation 2 plans 





RÜ s^ x = ££" = k PS " 
rrescreen 


| | Sentinel Returns, WarGarnes, Ultimote Race Pro, Tenchu, 
Dance Tek Warriors Entertainment Online Pocket Fighter Gunbike, Sul houette Mirage, Shadow Mester, Sonic Wings Assoult 


84 Testscreen 


Gonbare Goemon (N64), fetisphere (N64) Broken Sword 2 (PC) 
ЕТ 97 (PaySiahon). Croc (PlayStation), GunBuret (Playstation), 
Ghost in the Shell (PlayStation), Marvel Super Heroes (Saturn) 
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98 Arcadeview 


A look at the first games using SNK's Hyper Neo-Geo 64: dnving 
title Round Trip RV and beat ет up Samurai Spirits 64 


ОСІ from Westwood Studios’ Blade Runner and Bizarre Creations 
FI 97 joins the work from a subscnption-winming Edge reader 


131 Retroview =a 


ihe biggest N64 release this month в a 3D Ganbare Goeman; 
Edge (5065 at the first game in the senes — a true 16bit classic 





late Race Pro 





The second, conclusive part of Edge < essay concerning the creation 
of a softwere development Studio. Also, г report on Eidos. Escape 
Wiceostudo software. a groundbreaking wdeo-compression system 


135 Letters ` 
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STOLEN Sword 2 








e latest news from the 


Edge 





Cutting-Edge 


PROJECT X: A MARIO KILLER IN THE MAKING? 





This is how VM Labs is publicising ‘Project X' on its website (www.vmlabs.com). It doesn't take a 
out that Jaguar designer Richard Miller hopes the technology will form the heart of a Nintendo 6 


 -—— — 





D etails have reached Edge of new graphics technology 
| that could send shockwaves through the videogames 


Industry, VM Labs is a US company working on advanced 
games-related silicon = technology that is thought to be firmly 
at the apex of realtime visualisation 

Although no firm proof has yet come to light, Edge 
Deligves the 
the most talented and experienced designers in the 
videogames industry - hardware guru Richard Miller and 


renowned techno-hippie Jeff Minter 


technolc gy tor the Sinclair ZX Spectrum in the Barly 19805 and 
ater became head of RED for Atari in the US, going on to 
create the chipset for the Jaguar, Programmer and designer 


Minter, meanwhile, is a resolute non-conformist a 


rici 
n 
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games wizard. The duo have worked together at Atari's US 
facility in the past, although Minter has just moved back to his 





it at the heart of this clandestine project are two of 


hometown in Wales to continue work on the project 

Codenamed ‘Project X', the technology is currently 
shrouded in secrecy, but messages on Minter's own website, 
'Yak's Zoo' (www.magicnet.net/--yak/zoo.htmi), Suggest а 
breakthrough: ‘| have begun to explore incredible new spaces, 
and the possibilities Just stagger me... | have only just begun 
to lightly tickle the surface of what this thing can do. My chin is 
Druised from the number of times my jaw has hit the floor. The 
potential for algorithmic graphics on this thing is just 
mind-melting. | kinda new what | was expecting but this goes 
way, way beyond. Talk about machines of loving grace... X is 
beautiful. Just beautiful.” He goes on to talk about imagery 
ncluding “а receding plain of liquid pyramids 

Minter's penchant for the more psychedelically tinged side 
of life may lead some to be cynical about such musings, yet 
the track record of both parties is unquestionable and 
Edge hopes to have more information soon. + 






7 ML 


= = 


utt 





EDGE OCTOBER 1997 


ne "A 
Edge... 


1 
* 
i 
ü 


* 


VM Labs founder Richard Miller is an associate of Jeff Minter (left), the llama-obsessed 


coder who is working with technology whose specs are believed to surpass the canned M2 
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VIDEOLOGIC SLASHES PRICE AS 3D CARD WAR ESCALATES 


М ideoLogic's PCX2 card is picking up speed in the form of 
reduced retail launch price of just £115 and a deal with 
Canadian PC card developer Matrox which Is introducing the 
m3D card for just £79 (excluding VAT). This aggressive pricing 
policy is due In part to the cheaper manufacturing costs of the 
PowerVR chip, as well as an impressive example of the so-called 
‘deep pockets’ support the company has from parent, NEC. 

The Apocalypse 3Dx pack was originally due to be 
released at £159 (including a strong software bundle of Tomb 
Raider, Wipeout 2097, Llitimate Race, Mechwarrtior 2 and 
Terracide). That was in May. Since then, VideoLogic have 
somehow managed to shave off a significant amount. in the 
UK, where consumers are more price conscious than in the 
technology-lead US markets, this could spell trouble for the 
Californian-based 3Dfx company. The cheapest consumers 
can get a hold of the Voodoo chipset is £169 

‘There are two reasons why we've been able to make this 
cut,’ explains VideoLogic's Patrick Jubb. ‘The first 15 that the 
cost of the chips has recently dropped quite dramatically, from 
around $55 per chip to $35. We've always maintained that 
because of the way the chip Is designed, it would be cheaper 
to produce than the competition. The second reason is purely 
competitive. The 3D market is a tougn Market, and we want to 
be as competitive as possible.’ 

As reported in Edge 45, VideoLogic is taking the battle 
directly to 3Dfx with a competitive upgrade deal which gives 
registered Orchid Righteous 3D and Diamond Monster 3D 
(both 3Dfx) adopters the chance to buy the new PCX2 at the 
knock-down price of just £79. For those existing PCX1 owners 
currently feeling a little cheated, there's an even better deal - 
an upgrade for just £59. However, in the face of this price war, 
the big question still facing PC owners is not which is the most 
affordable, but which has the best performance. 

That's still a murky area due the difficulty of finding a level 
playing field to compare the two. A recent study published by 
Mercury, an independent analyst, used the popular WinBench 
test to pit the relative 3D capabilities of the chipsets against 
one another, The winner (which may shock even more 
potential early adopters) 15 nVidia, whose forthcoming 
newcomer Riva 128 technology scores marginally higher than 
the current Voodoo chipset. Strangely, the cheaper PCX2 card 
was a further five places lower than that, below the ATI Rage 
Pro and Number Nine's new Revolution card. It's a position 
that VideoLogic is understandably unhappy about. Jubb won't 
go into details, but claims that they will be challenging the 
study's findings. 

‘AS regards the 3D WinBench tests, we have a lot of issues 
that we wish to take ир, he reveals. “That test is really not à 
clear representation of our 3D performance today. In fact, Its 
about 50 per cent out.’ 

The winner of the Mercury benchtests, nVidia's Riva 128, 
scored only a few points higher than 3Dfx in the WinBench 
tests, but once Intel's new super-wide-Dandwidth AGP 
technology is mass market (sometime in the second quarter of 
‘98, Intel claims), the Riva will sprint ahead, and is designed to 
use the AGP bus to open up the system RAM for texture 
memory. What this will do, particularly on PCs with 32MD ог 
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The PCX2 board is one of the most powerful cards on 
the market and has just received a substantial price 
cut now making it one 


of the most affordable around 


more, is allow for extremely hi-res texturing to complement it 
hugely impressive polygon-pushing capability which 
according to the company’s own claims, stands at around 
one million textured polygons/second (25 pixel triangles), No 
price has yet been set, but the advanced technology 
employed to construct the Riva chip must surely transiate into 
extra cost for the consumer 

One developer Edge questioned regarding the relative 
merits (or drawbacks) of the cards, confirmed that with PCX2, 
the PowerVR technology has almost caught up with 3Dfx, but 
agreed with Mercury In the most vital respect = that it certainly 
Isn't better than 3Dfx when it comes to applying the 
technology to the games themselves. That is where things 
really haven't changed much in the past six months. 
Microsoft's Direct3D API continues to gather momentum, 
supposedly becoming more programmer-friendly with every 
build, the 3Dfx Glide API remains popular with smaller оці 
looking to showcase their games (such as Emergent's 
Powersiide), and Open GL, id Software's favourite, Is Still 
winning converts for its clean routines. 

As ever with the PC market, each new card seems to raise 
more questions than it answers, and leaves tne consumer in à 
familiar dilemma: buy now and risk obsolescence, or hold on 
and miss out on the most important development in ж 
PC's rather chequered history 


Uu 














POWER 


continued 


1 ^. 
S N K LJ Al AUIN | 
W 8 NK's Hyper Neo-Geo system has 
s finally received a release in 
Japan. The arcade coin-op technology 
recently debuted at select Japanese 
arcade sites running the system's first 
game, Samurai Spirits 64, while the 
second game planned, Round Trip RV, 
t5 expected to appear towards the end 
of September (both games are 
previewed this issue ~ see page 99). 

The Hyper Neo-Geo 64 has been in 
development for three years. The 
company's primary focus was to create 
a board equally adept at handling 
complex 2D as it is throwing around 
thousands of polygons, SNK admits 
that this is because it still considers 2D 
graphics to be a central part of its 
design philosophy - something that will 
be music to the ears of its most die- 
hard fans. 

SNK also reveals that the Hyper 
Neo-Geo 64 was created with 
expansion in mind and was designed to 
accommodate specific controls for 
different types of games. This means a 
variety of input/output devices (types 
of joysticks and controlling devices) 
that can be replaced or adjusted 
depending on what game is running on 
the system. 

Thirdparty support is still an 
unknown quantity, though. In the past, 
very few companies have opted to 
develop tor SNK' s technology because 
of its limited share of the home market, 
as well as fierce competition in the 





Spirits 64 is the 3D beat inp ee 
up 
bination of 2D and 3D mechanics 


coin-op sector. But with some potent 
64bit technology on offer, a different 
situation could arise. All SNK is letting 
on is that has already received offers 
from various companies, with a few 
non-disclosed supporters having 
already signed on. 

So far, only the two 
abovementioned Hyper Neo-Geo 64 
titles have been revealed, Round Trip 
RV, makes use of SNK's 'Reactive 
Handle’ = а steering wheel with 
impressive force-feedback = and will 
bring the company into an arena 
currently dominated by Sega, Namco 
and Konami. SNK Claims that it opted 
for ‘recreation vehicles instead of the 
more conventional sports cars or 
racing cars in an attempt to do 
something sligntly different with its first 
shot at a proper 3D racing game. The 
presence of a racing title at launch is 
an important commercial consideration 
for SNK, as the genre is the accepted 
way of demonstrating the performance 
of new technology. 

One question that still remains 
unanswered about HNG&4, however, i5 
whether there will be a home version 
of the technology. While the Tébit 
Neo-Geo coin-op system has already 
done extremely well in the arcades, 
surviving seven years in the face of 
emerging technologies, the home 
console has always been the preserve 
of a tiny hardcore gaming market, too 
expensive and with too few games to 





NCHES 64BIT COIN-OP ASSAULT 


be a massmarket proposition. In recent 
years, though, the company has been 
channelling its resources into 
developing Software for other 
platforms, so it is still unclear whether 
the company has ambitions to span the 
gap between the arcade and home 
with a &4bit gamebox. All SNK is 
prepared to concede at this point IS 
that it has been talking about such a 
strategy internally. Edge will, of 
Course, report on any future 
developments for the Hyper 
Neo-Geo 64 as details emerge. 
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пое Trip RV boasts а 
and some ин ofp 
gece but detailed visuals 
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his month, Japan s major videogame event, the Toxyo 

Мый Game Show '97, will play host to hordes of eager 
gamers, who — if last year's affair is anything to go by = сап 
expect hours’ worth of queuing before they are able to 
experience the games on offer first hand 

A quick scan of the list of games announced as Edge 
went to press revealed a conspicuous lack of A-grade 
software. Indeed, of the 151 PlayStation titles promised, only 
Konami's Metal Gear Solid, Capcom's Breath of Fire 3 and 
Squaresott's Parasite Eve and Chocobo de Battie seem like 
potential hits, although Edge would be surprised if other 
major games, such as Capcom's Resident Evil 2. are absent 

Capcom can also boast one of the big names among the 
Saturn's 105 offerings, in the form of X-Men vs Street Fighter, 
with Konami's Dracula X and Sega's Sonic R completing the 
top trio for Sega's 32bit machine 

The most popular games at the show are likely to De 
strategy sims - a number of big releases have rekindled 
interest in the genre in Japan. Driving games, adventures and 
beat 'em ups will still, of course, be out in force, but publishers 
have jumped on the strategy bandwagon and are prepat = to 
flood the market with new releases 

AS ever, Nintendo will not be present, preferring to show 
its titles at Shoshinkai in November. Twenty-six Nó4 games are 
still expected to be there, though, with Kemco's тор Gear 
Rally, Hudson's Baku Baku Bomberman and Konami's Hype) 
Olympics in Nagano ód (see p46) likely to pull the biggest 
crowds – although Imagineer 5 SimCity 2000 and Virtual-Hiryu 
no ken from Culture Brain could also be worth a look 


F j 
Japan's other major videogame event this month is 


JAMMA '97. where arcade companies will battle it out tor 
supremacy in the nation's fast-moving coin-op market 


Drocsla aires 

Konami will be giving away a Castlevonia art 
book and music CD in the US to anyone who 
pre-purchases Castlevania: Symphony of the 
Night, due for release in the States on October 5. 
Аз a similar deal wes opensted in Japan (where 
the game is known as Drocula X), it is likely that 


AMING 


HOW CASES 
ТТЛ М ЫЛА К. | 


Konami's Cabra board is expected to feature heavily 
at this year's JAMMA show. Racing Jam (above) | 
Fighting Wu Shu (right) should again wow the crowds 





Stars of the show are expected to be копати 5 impressive 
Fighting Wu Shu, running on the Cobra Board, and its even 
more impressive stablemate, Racing Jam. Both titles left 
onlookers speechless at the AOU Show [see E44). At the time 
of writing, arcade insiders were stil! uncertain if Namco was 
preparing to unveil a rival in the form of its System 33 board 

SNK Will also make an appearance with the Hyper 
Neo-Geo 64-based Sarnural Spirits &4 and Round Trip RV, and 
old adversaries Sega and Namco will be sparring once again, 
with the former's astounding The Last World: Jurassic Park 


lightgun shooter likely to steal the Show. ‚ 


Next month's Edge will report from both event: 





The Tokyo Game Show is now a major event in the, 
Resident Evi 2 def will Sasi in iw playable form 
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NO GO FOR SATURN МЕЗ? 


onflicting information emanating 

from Sega of America's website 
has led to speculation that its current 
arcade beat 'em up, Virtua Fighter 3, 
might not make it to the Saturn after all. 

A recent answer in the site's Q&A 

section stated that Sega's Model 3 
coin-op fignting experience would not 
be coming to the 32Dit console. When 
contacted, Sega declared that the 
answer to the reader's letter had been 
incorrect, despite the fact that 
responses are written by managers and 
product developers, which indicates 





Confusion within Sega might indicate there is some truth in the rumours 
cancellation - and 
to make it all possible 


circulating on the Net about VF3's p 


wa 








's Marvel Super Heroes 
(left) and Metal Slug ндо Be make 
use of the existing memory cart 








that a certain amount of confusion 
exists within the company 

Although the game has been 
promised for the Saturn for some time, 
it now seems more likely that Virtua 
Fighter 3 is being planned to showcase 
the capabilities of Sega's next console, 
and could appear sph cones the latter 
when it aopears late next yea 

This speculation obviou " puts a 
question mark over the much-touted 
accelerator cartridge that was planned 
to make the conversion possible 
According to Sources, tne 3D 
accelerator cartridge – being developed 
by AMZS R&D labs - has now been 
cancelled. One of the principal reasons 
for the decision is believed to be the 
unacceptably high cost of the unit. 


Better news for Saturn owners 


comes with the confirmation that a 
tour-megabyte memory cartridge will 
soon be made available by Sega. The 
device, which is due for an Autumn 
release in Japan, carries information 
that would otherwise have to be 
crammed into the machine's 2Mb of 
main RAM., It works in the same way 
as the existing 1MD cart and 

obviates the need for excessive data 
retrieval and decompression = a 
necessary evil of memory-nungry 
beat 'em ups. The cartridge 
effectively enables programmers to 
free up memory space to handle vast, 
complex animations 
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The memory add-on (above) 
could allow the Saturn to secure 
exclusive coin-op conversions 





Capcom is the first thirdparty 
developer to pledge its support for the 
peripheral and planned releases such 
as Street Fighter III will use tne 4Mb 
cartridge to minimise loading times and 
to retain the faithfulness to the original 
arcade board 

X-Men vs Street Fighter, tha first 
game to take advantage of the new 
cartridge, will come bundled E 
with it when released 
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FE ust as GT interactive saw an unofficial demo version of 
Mi epe. posted on the Internet before the game's release 
last year, A 
occurrence with its forthcoming title, Hexen 11. 

n addition to the 12Mb shareware demo officially available 
from the Activision and Raven sites, an unlicensed demo of 
the game, similar to the company s ЕЗ trade-only version, is 
Delleved to have been Uploaded onto the Internet Dy a Q&A 
tester In the US. The demo has now been removed, and 
Activision says due to the shareware 5 early status, Sales of 
Hexen N should not be affected 

Ben Le Rougetel, from Activision s public relations 
section, appreciates players’ wish to see as much of a new 
game as possible, but says that in tne long run, it's these 
same people who suffer. "It's like opening all of your Christmas 

esents a week early, eer them up again, and then 
acting surprised when лга Day comes 

"Meeting the enemies for tne first time and seeing пом 
1gs when getting Into à 


VISION nas recenti ү experienced а Similar 


the 


у move is one of the enjoyab ê the 
new вате, particularly in this type û if game where there s 


exploration to бе done. IT you ve already seen part of the еме 





Rumours su that a demo of Tomb Raider 2 і5 — 
available on the Internet. If the version was advanced, 
it could have proved financially disastrous for Core 












--RELEASE 


and know some of the secret doors, it just takes some of the 
excitement away from someone uae would 
game for the first time.’ 

Such an act affects more than just the consumers and, 
depending on the advancement of the illegal version, could 
prove disastrous for a publisher. As a precaution, no further 
UK Videogame magazines will get a review copy until the 
game is officially released 

‘Every [journalist] Should Nave it by now, explains Le 
auge It's frustrating and annoying [because] | want people 

о be able to review к and at the moment that's thwarted it.’ 
increasingly, major titles are Decoming victims of Internet- 
distributed piracy. Although some form of Tomb Raider 2 nas 
also appeared on the Net, Core declined to comment, except 
mo was no longer available 
ropean Leisure Software 


have played the 


to confirm that the illegal de 


4 
+ 
n a related story, the E 

J 


ы! 
Publishers Association (ELSPA) crime unit nas Seized pirated 


Imputer software wortn over £20 million in raids during the 
first Six «months of 1997, representing an increase of more 
than 50 per cent over the same bep iod last year 

Major гаю in nd Giasgow have resulted 
in the closure of two CD-ROMA writ reg eco and a mail 
order company which imported counterfeit titles. 

So far, this | year has seen a 70 per cent increase In piracy 
reports, leading to 39 successtul prosecutions with a 
further 30 cases due to appear in court. 
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| GT Interactive must be берин 
| demos of Prey do not appear on 


| the Net as they did for Quake 


Namco's Chinese interest 
Матео has followed Sega's move and has 
recently opened Namco Entertainment Word in 


Qingdao, and Changsha in 1998. Namco 
plans to expand its local arcade production base. 









INAL FANTASY VII SET 





There appears to be almost as much anticipation for 
Final Fantasy VII in the US as there was in Japan 





ony Computer Entertainment America has predicted that 

Final Fantasy VII's US launch will be the largest in 
videogame history, The announcement 15 based on the 
number of pr e-orders the company has received from retailers 
so far, Said to be in the 'hundreds of thousands’, The ship-out 
figure is believed to be 750,000, beating the 450,000 retailer 
pre-orders of Nintendo s Star Fox 64, and Setting a new record 
in the process 

Most shops have been pre-selling the game since 

August 1, as part of a massive programme instituted by SCEA 
to ensure players are not left empty-handed when the game is 


REPORT LINKS VIOLENCE WIT 


FOR RECORD SALES 





SquareSoft's expensive RPG launches in the UK jn 
Uy; — a Dire for e Crit: sales boom 





released on September 7. As an incentive, players who 
purchase SquareSotft s product from retail outlets participating 
In the programme will receive a limited edition T-shirt 


Major US game retailer Electronics Boutique has 
announced it expects Final Fantasy Vil to easily become the 
largest-selling videogame in the chain's history 

SCEA 15 backing the national pre-sale programme with a 
multi-million dollar marketing campaign which includes three 
dedicated television spots, massive print advertising, major 
national promotions, comprehensive public relations and 
dedicated in-store point-of-purchase displays 

As the latest instalment in the highly successful Final 
Fantasy series, SquareSoft's epic title is no stranger to 
breaking records, having already sold an unprecedented 
25 million copies in just three days when the game launched 
in Japan earlier this year, with the current figure said to Bg 
be in the region of 3.5 million units. E 
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A Horne Office report that claims onscreen violence does have an effect on crime is destined to cause possible ructions in the games 
industry if the initial findings are made applicable to videogames. 'The Effects of Violence on Young Offenders’ is due to be released 
In October and is the work of a Birmingham University team which studied the behaviour of 120 young criminals. Full details of the report 
are not yet available and it still isn't known what emphasis, if any, has been placed on videogames. Despite this, games industry pundits 
are already watching cautiously in preparation for a tightening up of current legislation relating to onscreen violence. If the findings are 
conclusive and damaging, it's expected that the British Board of Film Classification (which covers all violent videogames) will become 
answerable to the Home Office. 

The news comes at a untimely juncture, as DMA Design's Grand Theft Auto (see p50) has already attracted the attention of exploitative 
tabloid hacks seeking to stir up the next national public outcry. If the morality police are unsuccessful, however, and fail in their 
mission to Keep GTA from hitting the streets in late November, such publicity shouldn't harm sales of ОМА 5 tour de force. . 





It's currently unclear whether or not videogames fall within the findings of this new Home Office | 


but titles like 


DMA Design's sparkling Grand Theft Auto, which features purposefully mature content, will be under scrutiny i it does 
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PC ENTERS SIMS SCENE 


Ú rimary Image, a company specialising in PC-based image generation for the 
training and simulation industry, has announced the launch of Piranha, à 
powertul new image generator for the PC 

Unlike current high-end IG solutions, Piranha is a fully scaleable system, meaning 
the performance of individual applications can be increased quickly and easily, 
keeping development costs low. The system is also based around an open 
architecture, supporting multiple software platforms such as OpenGL and MuitiGen 
OpenFlight Format 

Piranha offers fullscreen anti-aliasing and calligraphic light points = essential 
ingredients for the realism of simulation applications, as well as detail texture, 
trilinear interpolation, and true-texture transparency. 

Alan Davenport, the company’s CEO, is understandably confident in nis 
product, ‘Piranha is an innovative and revolutionary image generation solution that 
offers extraordinary performance capabilities, he states. There nas never been 
another system to match Piranha for the quality of images that are produced, and 
for the price at which they are created.” 

Primary Image is currently demonstrating Plranha's capabilities to the E 
European and the US simulation and training community | 


Ha o-kazonie (Nad) 
Conker's Quest (№64) 
F-Zero 54 Шр 
GoldenEye (N64) 

Hybrid Heaven (№4) 
Lamborghini 64 (N64) 
Legend of Zelda 64 (Nó4) 
San Francisco Rush (N64) 


Colony Wars (Pla Station) 
‘Fighting ) 


Force (| 
Masters of Teras Kasi (PlayStation) 
Resident Evil 2 Чаус) 
shadow 


Tarktics (PC 

Tomb Raider 2 (PC) 

Panzer Dragoon Saga (Saturn) 
Quake (Saturn) 

Seya Тошппр Car (Saturn) 
Sonic R (Saturn) 


The Lost Word 
Top Skater 


Dave Perry of Shiny 
Entertainment talks to Edge 
about his latest projects 


A selection of videogame 
advertisements from the weird 
and not entirely well-adjusted 
world of Japanese television 









OUT THERE 


(out there) 


REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 


Tekken the piss, surely... 


t's usually the case for videogames to 
x imitate life, rather than the other way 
around, hence the abundance of sports games 
and film licences. 

There have been instances when the opposite 
has occurred, but they have mostly limited 
themselves to typically dreary and shallow 
Hollywood adaptations such as Street Fighter, 
Mortal Kombat, and Double Dragon 

Imagine Edge's surprise, then, when 
confronted with a group of dancers who have 
incorporated moves from Namco's classic 
beat 'em up, Tekken, into their routine. 

‘Dance Tek Warriors’ is the Union Dance 
Company's current programme, and brings 
together ‘streetwise contemporary dance 


featuring martial arts, by choreographers from 
London and New York, with projected imagery 
from the PlayStation version of Tekken. The 
musical backdrop is a mish-mash of jazz, hip-hop, 
classical, and Afro-Asian electro. 

According to troupe's press release, Dance 
Tek Warriors is all about ‘fearless physicality’. 
Edge doesn't dispute this fact for a minute — one 
must indeed possess supreme courage to tour 
the country sporting such attire, and the moves 
are certainly energetic, if not quite up to the 
standard of their motion-captured polygonal 
counterparts, But surely there are more significant 
cultural reference points with which to draw 
inspiration for modern dance? At least Tekken 3 
would have been more timely... 


Nintendo bans the rent boys 


k Í intendo's no-nonsense attitude will be familiar to all of Edge's regular 
N readers, and gamers might also remember the company's firm clamp 
down on retailers renting SNES games in the carefree days of the 16bit era. 
At the time, the Big N was forced to rethink its strategy following the results of 
the MMC report in Spring 1995 which stated that consumers should be able 


to try highly priced software before buying. 


However, Nintendo certainly hasn't got where it is today by backing down 
and letting bygones just be — the Japanese games giant has begun to taken 
action against retailers ‘illegally’ renting N64 software. As proof of Nintendo's 
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commonly preceived not-so-high regard for the UK market (or European, for 
that matter), it doesn't operate directly in the UK, instead relying on its 
distributor, THE Games, to do the legwork. As a result, the distributor has 
issued cease-and-desist notices to the dealers involved, claiming that the 
rental of games without payment of a royalty to the copyright owner is a 


direct contravention of UK copyright legislation. 


That may be so, but cynics would argue that, with the diminutive UK 
catalogue of games THE Games currently has out there on the shelves, the 
N64 needs all the exposure it can get. 








hile fish tanks can add a vibrant quality to the dullest of rooms, nuances 
' such as feeding the little buggers and cleaning the tank soon bring 
potential fish lovers back to the quick-fix reality of "90s society. Obviously 
deeply troubled by the current situation, NEC has announced its Fish Club 
virtual aquarium in the hope of solving the problem. 

The free-standing unit comprises a large high-resolution screen and 
laserdisc technology to display vivid images of living, swimming fish, Users are 
able to choose from a wide selection exotic specimen such as Yellowfin Horse 
Mackerel, Super Red Arowana, and Yamabuki Ougon, a factor certain to get 
fish lovers very excited indeed. 

Accotding to its makers, Fish Club removes the stress of setting up and 
maintaining a real aquarium. A fair point, although the £ 11,000 loan needed 
to buy the thing might well counteract any relaxing qualities it might offer... 
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Hyper Sports 
Super Mario 68 


Ridge Racer 


puzzle Bobble ЧЕ 


Tekken 











You Don't Know Jack 


pr=m aking the now ubiquitous pub 

"trivia machine and transferring 

the same format to the PC and 

Mac may seem like a strange idea, but 
that’ s exactly what US developer 
Berkeley systems has done with You 
Don't Know Jack, Here, up to four 
players can take part in either a 
20-question quiz or a tournament, both 
of which require contestants to answer 
multiple-choice questions on a пиве 
variety of categories, As with any TV 
quiz show , each player has his or her 
own buzzer (represented here by 
different letters on the keyboard) and 
must pounce on it as quickly as possible 
when the question is displayed. 

This could have easily been a truly 
tragic concept if the developers hadn't 
invested а great deal of numour and 
invention in the project. For a start, the 
game features a variety of voiceovers 
for the questions, ranging from иррег- 
class toffs to MTV-style videojockeys — 
all acted with flair end enthusiasm. Then 
there are the categories themselves: 
"Rubik's Cube and Male Genitalia’, "War 
and Cheese’ and “Reformed Alcoholics 
and their Skin Complaints’ are standout 
examples, but there's plenty more to 
keep players amused. Also interesting 
are the deviations from standard 
multiple-choice delivery. A notable 
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example i$ the section where players 
are shown a series of names over a 
30-second period and have to guess 
whether these are Old Testament 
proghets ог characters from "The Power 
Rangers’ Believe it or not, this 15: 
tougher than it sounds. 

Although. the ‘in yer face 
presentation may grate after repeated 
plays, this is a fine multiplayer diversion 
and an amusing опе player experience. 
One might even style it as the nearest 
any sane person would want to get to 
appearing оп “Family Fortunes’. 
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Prat, sir; a slight beaver. 
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TT, than айш bnmming with tracks like 
"Ајаг", "The Gift, and “Blue' — each of 

which has already achieved classic status in 
clubland = way Out West can hardly fail. But 
while these familiar cuts provide the best 
Moments hera, the DJ) duo have been anything 
but complacent with the other tracks, disptayiriz 
a genre-defying diversity that marks them out as 
Much more тал crowd-pleasing housey trance 
турез Stabs at everything from dub to ambient 
moy not please al the fans, but t should ensure 
that Way Out West don't became another 
Single-driyen danceflonr casualty 


ГА КЕЁ 
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D-Rom | 


= N eguiar readers of 'DI magazine may have come across a demo version of | 

Т 2 this, the first instalment of what Recognition aims to make а monthly digital | 
^^ magazine devoted to dance music. Its a laudable aim — and the price isn't | 
too out of tune with what you'd expect to pay for a paper magazine. | 

D-Rorm looks fine, with a futuristic interface and plenty of cool visuals. It's split | 
into House, Techno, Garage and Abstract rooms, each of which contains short | 
samples of upcoming tracks, together with a smattering of background information | 
on the artist and videos, where appropriate It also boasts a dero version of the | 
excellent Mixman Soin Control virtual mixer program (which will leave you gagging 
for the full version), But, at least in the first issue, the track listing is rather eccentric, 
concentrating on a small number of favoured labels rather than killer tunes. | 
Technoheads will probably laugh when they find Tin Tin Out's Euro-cheese in the | 
techno section and, generally, none of the tracks (bar Coccoluto's “Belo Horizont’) | 
come anywhere near Age of Love's Age of Love which first appeared in 1990 | 

D-Rom is a great idea, and Edge sincerely hopes that ir thrives. But that will only 
happen if future editions get the music right 








(Ттт, oning with Ashiey Beedie under the "Disco 
LLS Evangellsts' moniker, David Holmes 
reveaed ran unmistaxably cinematic obsession, а 
style fully refined on the magnificent flick-absessed 
debut album, "This Fimis Crap, Let's Slash The 
Seats , His second longplayet rs na less 
atmospheric, but tnis time the lush orchestrations 
nave been replaced by something far enitties This is 
the musical accompaniment far Holmes’ recent trip 
through New York = a stripped down, hip-hap- 
derived sound capturing the city's highs and lows 
rnagnificenty. Nat exactly easy fistering, but it's the 
perfect soundtrack for summer in the City. 


бги Best 


David Holrnes 





Let's Get Killed 
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Panasonic notebook computer 


he problem with so-called 'portabie" computers is 

that, in truth, they're far from portabie. Okay, so 

they might look trim in comparison with their 
desktop cousins, but they weigh à ton and lugging them 
around is far from convenient. Panasonic, a leader іп 
notebook technology, nas finally released a portable that 
lives up to its name - in the CF-35 range, eacn model only 
weighs two kilos (i! you remove the floppy drive). They're 
available in 150MHz and 166MHz ММХ guises, and both 
slimline PCs are quick enough for any of today's PC games. 
Here's a tip, though: irivest in the £250 optional Internal 
CD-ROM drive or you're going to have severe problems 


loading any software at all. 


Fujitsu Plasmatron TV 


or what seems like an age, there has been speculation about ‘flat’ televisions that can De 
hung on the wall - they always seem to be popping up in science-fiction movies, But it's 


taken until now for plasmatron technology to mature to a state where such devices can be 





built There are a number of fiat TVS on their way to tne shops though probably not your local Dixons 
for a while), but Fujitsu has got there first with this massive 42-inch model. The image is incredibly 


clear and sharp and, surprisingly, К can be viewed from just about any angle without the picture 
fading. But 11 grand is a iot of anyone's money, so if you haven't gol very deep pockets, forget it 








Jam & Spoon 





Wr ama Spoon have long been revered for 
their sermnai contribubons to dance 
muse. anc their паші brace of albuma 
(Tripomatic Fairytales 2001* and it equaby self 
indulgent alter ego, 2002") are bath crammed 
with memorabile offerings. Their latest, 
however. Sees to have Deen consciously 


steered away from inventive melodica in favour 


of ultra-lightweignt holiday poo. imagine an 
album where most tracks resemble the 1993 
chart hit Right in the Night" (ihe only dire track 
on the duo's first album). Even a stab al some 
mellow drum and bass can't save « 


Cafe del Mar. Cuatro 


Mercury Recorts 
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| 
AM2 Competition | 
| 
Sesa 5 leégpendany AM2 división has provided Edge with five 
unique Chity- style shirts to give away based оп ms forteoming 
“ade racer, Motor Raid (E48). To stand a chance of winning 
One, answer Iis QUESTION and send it On a posrcard marked 
‘AM? Comp' to the usual Edge address by October 15, 1997 
What was the first coin-op produced py the AM? division? 
a) Hang On 
t) Virtua КМ 
ci Virtua Racing 
ir fseems fitting iat just as the origine 
Cafe det Mar vibe fades into memory, 
30 do the tracks thuat made this seres what itis 
Wherpas volumes one and two captured Ie 
meliow Ibizan sound perfacty ty spanking | 
Balaeric classics with the occasional pinich of 
ecceniricity, this compilation contains far too 
ambient tones of Chicaners "Sunsroe алй 


Some samba-sryte Musing from Karen Ramirez, | 
this is an inofensive compilation that retains а 
mast exploited watering hole. 




















The First $20m i 
Always Hs Hardest 


: Micon Valley seems at first 
glance to be an ideal 
- backdrop for а novel, All that 
money, technology and rivalry — it 
should be full of opportunities: But the 
problem Is that many af the books set 
in this area of California as their setting 
get so fixated with the gadgets that 
they forget the characters. Douglas 
Coupiand's Microserfs was a notable 
exception (dwelling much more on the 
emotions of Microsoft employees than 
on their operating systems). The First 
$20 Million’, unfortunately, isn't 
The plot is tediousiy formulaic, 
. recounting the tribulations of three 
. programmers who see an opportunity 
to do another Apple by designing a 
computer that could sell for $300. 
| All the usual elements are here: 
the nerdy programmer, the new 
startup, thie money men in tne 
background making deals. There's 
even a minor love interest to prove that 
these men nave lives. The reader is 
ultimately not convinced, however, and 
any empathy that may have developed 
with the characters is swiftly destroyed 
by a written-by-numbers techino-plot 
Nice cover, though. 
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Hagenuk GlobalHandy GSM mobile phone 


` erman company Hagenuk may be new to UK Consumers but it should make a splash with this 
' unfortunately named but slick mobile phone. Look closely and you'll notice that it lacks one 
 obiect common to all mobiles: an aerial. That's because the aerial is built into the росу of the 


phone. This is good news for habitual users, because it means that all electromagnetic radiation generated 
by the aenal is carefully directed away from users' heads. The effects of radiation on the brain won't be 
understood until various longterm studies have run their course, but it's better to be safe than sorry, and 
tnis mobile has all the features you could desire. The only quibble concems the LCD display's rather dated 
look, but if you can't live with that, you deserve a fried brain: 




















T! his, the first "allo album for years. i5 
timely. great swatnes of the dance 
tratermiay nie started to cite the banc a5 a 
major influence. Bors Blantcs slick. slinky end 
recognisanle beats have always had the pump, 
but can he Sti Cut (t toíay7 Off and on. Mort s 
ë no-messing vella classic = wübbly but 
restrained acid lines, trance sensiilities and а 
dark сил semple vocal. Eisewherg, things are 
patchy, but Yello’s poo sensibiities mesh nicely 
with trancey keyboarus and affects {there's 
ever в Car! Cox collaboration) and more mellow. 
late-'90s breakbeats 








In the. Company of 


ead the majority of magazine 
|... interviews with CEOs of 
Clinical and pre-planned ~ because they 





are More often than not, the press 


offices of each company will have 
Scrutinised and sanitised every 


«question in advance. 


Authors Jager and Ortiz, however, 
have managed to bypass that cleansing 
process to present a refreshingly 
candid selection of interviews with 16 
of the industry's top men, Witness 
semiconductor manufacturer T) Roger 
explaining that he set up Cypress 
Semiconductor because he couldn't 
stand бу and see his employer AMD 
miss SO many ogportunisies. Then read 
the musings of EA founder Trip 
Hawkins, who has a few Interesting 
things to say about Harvard Business 
School graduates, Instead of the usual 
PR tosh, companies, colleagues, and 
the industry itself are put under the 
microscope Dy interviewees who enter 
the affair with such gusto that It seers 
they have been waiting for years to Say 
what they really think. An invaluable 
insight into the technology industry. 





Big Soup 
Luke Vibert 
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he ever individua Vibert esthews the 
typical lo-fi Mo Way approach Pere: her's 
got à ring Mocuiator, and he's gonna use it to 
moderately comic effect, He hes aiso curbed 
the sometimes over-experimentsn d&b beats 
and werd structures which offen chsractense 
his outings. instead, "Big Soup! is all slick hut 
engaging trip-hop beats, lush, sugary but not 
Over -ntrusive 5903, ОШОО bass and 
judiciously placed analogue effects. This ai 
adds up to ë sarpesngly sammery mélange 
which is often melodic but never overtly 
commercial. Sometimes amusing. too 
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EDGES EXAMINATION OF THE INTERNET AND ONLINE GAMING SCENE 


Online Games '97 hits London café 


El upiter Communications estimates that the 
ll online games market is set to bring in an 
annual revenue of over $1 billion by the turn of 
the century. Little wonder, then, that Online 
Games "97, the third annual conference on 
networked game development, promises to be 
the most dynamic yet. 

Running from November 4-5 at London's Café 
Royal, the conference will bring together some of 
the biggest names in online entertainment. John 
Taylor Ill, president of the Kesmai Corporation, 
Neil Harris of Simutronics, Shon Damron of Sony 
Interactive Studios America, and Colin Duffy of 
BT's Wireplay are just a few of the key speakers. 
With the market still in its infancy, very few game 
publishers or developers have any practical 
experience of creating online products that 
consumers are prepared to pay for. Thus Online 
Games '97 presents a unique opportunity to 
meet those early adopters who've already started 
and are prepared to share the fruits of their labour. 

Although the conference is primarily aimed at 
developers seeking exposure to such experience, 
the subject matter of some sessions would make 
gamers drool. Jez San, for instance, will be 
discussing Spy vs Spy, Argonaut's eagerly awaited 
Internet title based on the MAD comic series, 
which is set for release in mid- 1998. Considering 


the addictive nature of the abit versions, this title 
should have gamers who played through the 'B0s 
jamming the phone lines. As if that isn't enough, 
Shon Damron will be discussing Tanarus, Sony's 
first online only game, which went into beta 
testing earlier this year. 

Perhaps most heartening, though, is the 
evidence that publishers are finally prepared to 
investigate new possibilities offered by online 
gaming rather than simply bolt more players on to 
the old models. Eric Goldberg of Crossover 
Technologies will highlight the need for online 
titles to continually evolve in order to retain 
gamers’ interest. One area still to be exploited, he 
says, is tying daily real-world events into games. 

Meanwhile, Dr Richard Bartle's splendidly titled 
Bad Ideas for Multiplayer Games is one session 
everyone could contribute to. Bartie stresses that 
since gamers can try an online game once for a 
fraction of the cost of a full retail garne and then 
never return, publishers must ensure that the right 
game is produced from the outset. Will the 
benefits of online gaming never cease? 





To secure a place at Online Games '97, call Miller 
Freeman on 0181 742 2828. Tickets for the two-day 


Online Games '97 is aimed at raising the 
awareness of the potential for multiplayer 
gaming. Quake and Planetary Raiders (above) 
have already partly proved what is possible 


conference cost EB99--VAT, which includes lunch 
(presumably an 'all you can eat' caviar buffet...) 








Entertainment Online forms gaming Stratagem 


Stratagem's developers claim it's capable of 
handling over 3,000 troops in a single game 








| T he up-and-coming UK online games service Entertainment Online has added yet another new title 
to its growing raster. Stratagem is a multiplayer wargame which can see up to 52 players locking 
blades on a single battlefield. 

In order to overcome the lag difficulties inherent with such a huge number of players, Stratagem is a 
turn-based game (although everyone takes their turns simultaneously). Fighting as either humans or 
bestial 'gobgoyles’, players ascend through the ranks of Stratogern’s league tables by beating opponents 
in any of the game's 30 scenarios. These rankings can then be used to ensure that players face 
opponents whose mettle more closely matches their own. 

Graphically, Stratagem is a little disappointing, with small graphics 
and fairly indistinguishable units. However, the game's tactical 
elements look interesting. Perhaps the most promising feature is the 
ability of human armies to enter a tight formation and fight cohesively 
rather then rushing opponents in a huge scrum. Formations have 
been sorely missed in many recent strategy games, including 
blockbusters like Red Alert and Warcraft IJ. Other intriguing features 
include a full magic system and a simplified resource-management 
component, which leaves players to concentrate on fighting. Certain 
scenarios also include quest missions, which make a welcome change 
from simply fighting until one army is left standing. 
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The Pocket Monster phenomenon 

It is often difficult to predict the success of certain products. For example, had any reliable 
pundits envisioned the Tamagotchi's economic and social success, a contract could have been 
taken out on its inventor before the wretched digital creatures hit the streets. Edge would have 
been more than happy to contribute a substantial sum. 

And while stories of restaurant bans, Tamagotchi creches and muggings involving the egg-like 
beings materialised from Japan, followed by similar tales from nations as diverse as Brazil and 
the UK, little was heard concerning another phenomenon quietly sweeping the land that started 
it all Pockemon is Japanese slang for Pocket Monster, the latest hot Game Boy series from 
Nintendo. Released on February 27, 1996, at a cost of ¥3,900, two versions of the game exist: 
one green, one red (the colour of the monsters corresponding to their individual characteristics — 
earth and fire, respectively). 

After raising their monsters, players persuade the loathsome beasts to fight each other in 
order to test their abilities. Some aspects of the game also include an elementary RPG section 
where monsters travel through a landscape exploring buildings and meeting their inhabitants 
an interesting touch, though hardly in the same league as Final Fantasy VII 

Each of the games include 150 characters, although the basic monsters are the same for 
both versions. In an ingenious marketing move, however, Nintendo managed to persuade buyers 
that the two versions are significantly different, leaving players wishing to own all of the fighting 
beasts with no option other than to purchase both. 

Several months followed and a new version, Pocket Monster Blue, was introduced featuring a 
whole new batch of contenders. This was the catalyst for a fresh explosion of interest in the 
game, so much so that the Blue version is usually sold out in Akihabara (Tokyo's district of 
electronic entertainment). Despite mediocre graphics and sound, so far the three versions have 
sold in excess of five million units in Japan alone, which is the equivalent of one copy for every 
three Game Boy owners — more than even Final Fantasy VII has managed to sell. 





While Tamagotchi fever swept the 
nation, Nintendo's Pocket Monster 
senes for the Game Boy was 
quietly building itself a bigge: 
following than Bandai's b 

digital pets. Despite its crude 
graphics (above, nght), this latest 
phenomenon has already 
spawned merchandise (left) 











Not content with its success so far, Nintendo is currently working on a sequel. The 
imaginatively named Pocket Monster 2 will feature more than 200 new monsters which will be 
able to reproduce (Edge can't imagine how), and will be link cable-compatible so that players 
can connect their Game Boys together and pit their monsters against friends — or enemies — for 
endless hours of digital fun 

As is usually the case with any popular trend in Japan, manufacturers quick to spot the 
potential of such a product took no time at all before hitting the streets with a broadside of 
related merchandise. Numerous Pocket Monster manga titles were followed by an anime series 
broadcast on television on a weekly basis, aimed at the younger, less-discerning viewer. The 
series central character, Pika-chu, is a yellow monster and the most famous of all Pocket 
Monster-telated things. Each episode features some unfortunate bilious creation in a 
life-threatening Hash Gordonesque ordeal. 

Nintendo is not out of the merchandise race, though. According to the Japanese videogame 
giant, 120 examples of related goods are available from Japanese shops. Most of them — playing 
guides, keyrings, golden metal coins, toys — lack originality, but some are particularly humorous. 
The most successful, however (and appropriate for Nintendo, which started life manufacturing 
such products), are the Battle Playing Cards. These sell out within seconds and subsequently 
prove difficult to find by anyone but the most hardcore otaku. 

Other projects include an N64 version currently being developed under the supervision of 
Mr Gameplay himself, Shigeru Miyamoto, yet nothing has been shown so far. 

Not one to be left behind, though, Bandai is planning to release a new range of Tamagotchis, 
entitled Digital Monsters, which require players to raise their monsters and then link them up to 
another unit for head-to-head combat. Well, they do say imitation is the sincerest form of flattery. 

Hopefully, before long Nintendo will realise an option where Pocket Monster owners will be 
able to unleash their savage creatures on unsuspecting Tamagotchis in a fight to the 
death. That would be a battle worthy of attention... E 
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Іп other Japanese gaming news this The latest coin-op fram Namco, Final Furlong, 
month, Capcom has just released a new panders to Japan's horse-racing-obsessed 
coin-op called Pocket Fighter, a super- populace. It offers potential players a near- 


real-life plastic horse which must be rocked 


deformed continuation of its legendary Street Fighter | 
back and forth to gee up the onscreen steeds 


series. Will this itty-bitty Chun Li ever make it to the UK? 
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Ken 


t the recent opening of SquareSoft's new 
A Honolulu division, Edge got to chat with Ken 
Kutaragi, the new CEO of Sony Computer 
Entertainment of America. 
Despite this prestigious new appointment, 
Kutaragi-san remains most famous for being the man 
sible for designing the world-conquering 
He is also at the heart of So 
jon ; project, a bid t 






















were the 8bit and then 16bit = tendo 


machines. And | was very impressed with these 


was ee. there ab 


Kvtara 


The man behind the gaming success story of the “90s has crossed 





the Pacific, Edge recently caught up with him in Hawaii to talk about 
his achievement, his competitors, and his belief in ‘nice people’.. 


between 5,000 and 10,000 creators working with these 
developers. So | am very, very happy with the 
PlayStation and to have this opportunity. 
Edge: Which aspect of the PlayStation project was the 
most difficult to get right? 
KK: The objective was a high-performance, low-price 
videogame system which also had a design which 
SS RECO е Oe We v D to get many 

is ie ipanies creating games, sg we had to 
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controller ne са Qe shoulder t шо ons tc | 
a Nintendo kid, when playing with my son. It was very, w space. Sowe added the buttons forthe | and 


very nice entertainment for us. At the same time, 
though, | thought that videagaming had the potential 
to become an even more entertaining medium, if the 
experience was combined with the power of an 
advanced computer. So | thought that at some point in 
the future we could combine the two and create a new 
kind of small console. 

Edge: So when did you start work on realising this dream? 
KK: We started the project at Sony in 1986. To begin 
with there were just me and two other people — just 
three guys! - and then eventually we formed Sony 
Computer Entertainment in 1993 as a part of the Sony 
Corporation. By this time there were 60 or 70 people 
involved - some were young, some were old, some 


were ffom Sony Music, and some were from all sorts 
iss areas of entertainment. Now there are almost 
В ,000 developers working with the PlayStation, and 


lized that this made the pad 











middle an 4 
unstable, so we 


In development, we 


and the pad itself. We adjusted the weights one gram at 
a time and eventually found the correct balance. 
We probably spent as much time on the joypad's 
development as we did on the body of the machine. 
Sony's boss showed special Interest in perfecting the 
final version of it, so it has his seal of approval 
resemble your initial plans? 
KK: Well, 10096. The original idea was to make a 
synthesiser for graphics – something that could takea, — 


а ее вво а араан а вааран авва анаан ананан вафаван еце черванена аннан анана I TTET TETT 






AN AUDIENCE WITH... EDGE OCTOBER 1997 


basic graphic and then add various effects to it quickly involved in business decisions. So it is not as if this new 





and easily. | wanted to develop a machine capable of 
displaying subtie effects without difficulty, and | believe 
we achieved that. | nave a long list of things which could 
be used in future generations of the hardware, but in 
order to meet the low cost demanded of the 
PlayStation, many elements had to be left out this time, 
Edge: 50 you were the chief designer of PlayStation 
(and have since been dubbed the ‘father of PlayStation’ 
in Japan). But the machine's design was finished three 
years ago = what have you been doing since? 


position is a radical new cnange of direction for me. 
Besides, there are only five executives of SCE. There 
is Terry Tokunaka, Shigeo Marayama, Akira Sato, Akira 
Tajiri, and me. And because there are only these five 
people who make up the core management team, there 
is a lot of rotation between duties. So everyone is skilled 
in many disciplines. In this way, we are a good team. 
And as for my work at SCEA, Kaz Hirai, the current 
COO of SCEA, will remain as COO, and this will be a 
great help to me. 
Edge: But you're still involved with PlayStation 27 
KK: | am head of the development team, 50 yes, you 


'Even now we are manufacturing 1.5 million PlayStations 
a month, and this is a record high manufacturing history 
for Sony, even higher than CD players and Walkmans’ 


could say that | am involved. [Smiles] But | can't say 
anything about it. 
Edge: OK, let's try a different angle. The PlayStation was 
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KK: Yes, | was the starting engineer, and many times | 
have been called the "father of PlayStation.' But | also 


4 work in the software department, so | have also been 


involved with the hiring of people for Sony's software 
development — and this has been ongoing since the 
PlayStation design was finished. And | try to hire nice 
people. It's good to work in a corporation that is made 
up of nice people. 
Edge: Nice people? You make Sony Computer 
Entertainment Sound like one big happy family. 
KK: Yes! [Laughs] Because the chances are that a nice 
person will make a nice product. It does make a 
difference. We now have very talented designers, sales 
people, and nice people in all areas of the business, 
Edge: 50 you have staffed up Sony's PlayStation project 
with Strong, talented, and — let's not forget - nice 
people. NOW you have moved over to California to run 
Sony Computer Entertainment of America, does this 
mean that you are no longer designing hardware? 
KK: No, | am still an engineer, | still have ideas, and | still 
have a team of designers in Japan. So although ! am 
now CEO of Sony Computer Entertainment of America, | 
still dream engineer's visions. 
Edge: So you still have engineering responsibilities. 
when you last spoke to Edge (E20), you talked about 
the frantic final period of the PlayStation's design, 
commenting that, “At the peak, we stayed up all night 
for several nights in a row. We couldn't stop working 
because our work Was so Interesting. The only problem 
was that our office In Akasaka didn't have a bath in it. 
One of our employees didn't wash for two weeks!” 
Because you were the chief designer of the original 
PlayStation, it has always beer assumed that you would 
also be the chief designer of PlayStation 2. And yet 
taking on a large responsibility in the US doesn't seem 
to be cnaracteristic of à man who presumably also nas 
to 'stay up for nights In à row' designing PlayStation 2 In 
Japan, 50 does your move to SCEA mean that the 
PlayStation 2 design is already completed? | 
KK: Now you are speculating! [Laughs] Yes, | too have 
read this speculation — and plenty more speculation - 
on the Internet. It's very, very, interesting, but it's not 
true, And it's also incorrect to think that ! am only doing 
one thing. As well as being an engineer, ! have been 
involved in the business side of things for many years. 
I helped start the company, and I have always been 





Sony's first dedicated games console, and obviously it 
has been a huge success. But Is there anything that you 
would change about it? Or, If you could start the 
PlayStation project all over again, is there anything that 
you would do differentiy? 

KK: Doing it again at the same time, in the same time 
period? [Thinks] No, | think | would release the same 
machine. It was a very focused machine; regarding the 
RAM size, the CPU, the controller, even the colour of the 
machine — everything was there. it was and Is a very 
satisfying machine. Sure, it would have been nice to, 
say, double the size of the RAM memory. This would 
have been very easy. But suppose we had doubled the 
size of the memory, it would have been very expensive, 
it would have cost more at a retail level, and we 
probably would not have sold as many. 

Sure, the Nintendo 64 now has a faster clock speed, 
but the ratio of clock speed to price typically doubles 
every two years, so it's no surprise that it is faster. But 
of its time, and | am happy with it. 

Edge: So how is PlayStation business doing, and what 
are the latest sales figures from Japan? 

KK: The PlayStation has sold extremely well around the 
globe. The cumulative manufacturing number is almost 
the same as the installed base - we have sold as many 
PlayStations as we have been able to make — and that 
number is around 15 million. Even now we are 
manufacturing 1.5 million PlayStations a month, and this 
is a record high manufacturing history for Sony in Japan. 
It's higher than CD players or Walkmans ever were. And 
yet this is still insufficient to meet the demand which 
continues to skyrocket. 

| visited London last week and there were no 
PlayStations to be had - many people shouted at me to 
get more PlayStations! 

Yesterday, | was speaking to one of the employees 
at Square who told me that she had to wait one month 
to buy a PlayStation in Japan. And she works for Square! 
Edge: So how does this compare to how Sega and 
Nintendo are doing? 

KK: Today | went to a hardware shop in Honolulu and | 
found that there was very little stock of PlayStation or 
Nintendo 64, and my understanding is that the two 
machines are selling at a one-to-one ratio all across the 
US. Sometimes we're ahead, and sometimes Nintendo 
is ahead on a week-by-week basis, but obviously overall 
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we are way ahead 

In Europe, last month the ratio was two PlayStations 
to every one Nintendo 64 sold, and in Germany 
specifically —which is usually a strong market for 
Nintendo - the ratio was six PlayStations to four 
Nintendo 645. In Japan, however, it is a very different 
story and PlayStation is selling a lot stronger than 
Nintendo 64 
Edge: Do you have any actual sales figures to back up 
your claims? 

KK: Yes, the latest statistics in Japan, from the 
magazine Famitsu Weekly, say that from Christmas to 
this week, sales of videogame hardware have been of 
the ratio of ten PlayStations to one and à half 
Nintendo 645 to just one Saturn. 

In Japan, every week there are roughly between 
100,000 or 125,000 PlayStations sold through, so this 
means that if we are selling upwards of 100,000 per 
week, in that time Nintendo is selling 15,000 Nintendo 
645, and Sega Is selling just 10,000 Saturns. So in 
Japan no one cares about Nintendo 64 and no one 
cares about the Saturn. 

Edge: Why do you think that the N64 has falled to make 
a Dig impact in Japan? 

KK: Tney are too late; people got tired of waiting for 
two years, and their timing is now wrong. Their other 
big problem is the pncing of the software. When you 
consider that a Nintendo 64 cartridge costs ¥9,000 and 
that you can get a PlayStation Greatest Hits CD for 
V2,500, it is easy to see why more gamers think that 
PlayStation offers a much greater value. 

Edge: You say that one of Nintendo's problems is that 
It was iate releasing the N64, but this is partly due to it 
using newer technology than the PlayStation in tne 
form of its 64bit architecture and custom chips. You'll 
acknowledge that Nintendo's machine is 
technologically superior to thé PlayStation 

KK: In regards to the graphics rendering portion, 
Nintendo 64 has an advantage. It has bilinear and 
trilinear interpolation and anti-aliasing, and this makes 
some of the graphics look very nice. Another nice 
thing about Nintendo 44 is that they integrated a lot of 
their chips together, and this is a very nice thing from 
a cost and manufacturing perspective. 

But if anything they have oversimplified, and other 
engineers have found that the Nintendo 64 system is 
very difficult ta work with. PlayStation is a much more 
weli-balanced system and is à lot easier to work with 
This means that a game developer doesn't have to 
spend so much time getting to grips with the 
hardware and fine-tuning everything, instead they can 
spend time on the creative side of making a game, 
and this is the most important thing. 

Edge: Do you think this explains why there has been 
such a shortage of top-quality Nintendo 64 Software? 
KK: | think so, yes. This and the cartridge model which 
means that it is a very, very tough business for 
publishers. PlayStation introduced a lot of new 
concepts to the videogame business, but Nintendo 
has tried to keep things the same as they have always 
been, Nintendo wants Nintendo 64 to succeed using 
the same concepts as they had for ВО! and 16bit- 
even the game characters are the same! 


Edge: Do you think that the &4DD device, Nintendo s 
proposed disk-drive add-on, will give the Nintendo 64 a 
new competitive edge? 

KK: | know nothing about 64DD. They haven't shown it 
to me! [Laughs] But I think that CD-ROM Is probably 
the best medium for game publishing for the time 
being. It's cheap and it Ís easy to make as many or as 
few as you want in a short amount of time. The 64DD 
is some kind of floppy disc drive, and the PC market 
gave up on these and now uses CDs 

Edge: How much unexploited power do you see left in 
the PlayStation? If Nintendo 64 games continue to get 
better, can PlayStation developers be expected to keep 
pushing bàck the limits ? 

KK: | am always asking the same question to my 
engineers! So they have made a new weapon - we call 
it the Performance Analyzer — to test software with, to 
see how much it is exploiting the PlayStation. 

Edge: And which games push the PlayStation the most? 
KK: Well, for example, Formuia One from Psygnosis isa 
great-looking game, but according to our performance 
analyzer it is only using 5096 of the PlayStation's 
potential. And this was, until very recently, the most 
advanced game. Tekken 2 uses only 3096 to 4096. But 
now Tobal 2 uses 90% of its potential. | was very 
surprised to see this, and they have done a very nice job 
with very little distortion. It's very stable anc very nice 
But all games are different, and it's very difficult to 
measure this kind of thing exactly. 

Edge: And which developers do you believe nave 
done the best work in getting the most of the 
PlayStation technology? 

KK: Politically, this is a very difficult question to answer 
[Smiles] But generally, Namco has done some great 
work and the software divisions within Sony have also. 
Edge: So what technological innovations do you think 
that gamers will see in the next ten years? 

KK: The next PlayStation, PlayStation 2, PlayStation X 
of whatever, or Nintendo 128, or some kind of 
Windows 95-compatible machine from Microsoft - 
whatever new machines we will see in the future – 
obviously we will see greater graphics capabilities, 
Game designers always want the game graphics to 
look the same as they do on a workstation, and 
workstations are always improving. But the most 
dramatic new benefit and revolution will be in the 
synthesising of human characteristics and creating a 
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‘Tekken 2 uses only 30% to 40% of the PlayStation's 


potential, but now Tobal 2 is using 90%. | was very 


surprised to see this; they have done a very nice job 


more human environment 

Edge: 15 this predominantly a hardware problem or à 
software problem? | 

KK: It is both, and it а very, very difficult challenge. 
It won't be until well into the next century that this 
dream is fully realised, but we will definitely see some 
radical steps forward taken in the next ten years. 
Edge: And will you be working on the design of 

such a machine yourself? E 
KK: [Smiles] i'm afraid | cannot comment on that. 
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The latest shots of Zelda 64 reveal 
a great deal about the varied 
locations, which include desert 
towns and lava-filled caverns 


“00 


Link has at last found а trusty steed 
(above), although how it will be 
implemented in gameplay terris 15 
currently undear. The Murky Woods 
(right) look superbly atmospheric. Also 
revealed is a huge enemy, the Ghome 
(far nght), a spider-like creature which 
dwells in the forest, and the lizard man 
(top right). The vanety and detail of 
the Zelda world easily rivals Nintendo's 


previous benchmark, Super Mono 64 
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ntendo's tactic of releasing screensnots at the rate 
of a dozen every other month has always ensured 
that the potential audience for new games is kept 
keen, and this is certainly true for the current most-wanted №4 
titles. F-Zero 64, Yoshi's Story and Legend of Zelda 64 

The latest shots of F-Zero to emerge from the marketing 


department at NCL point to a fourplayer splitscreen mode 


similar to that of Wave Race 64. Interestingly, there s Currently a 


great deal of speculation on the Internet about the possible 


development of Wipeout for the N44, but judging by what Edge 
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NI ica 5 design mini break ground in what many houent a dead 
nre. Yoshi's Story is а 2D piationmer with some jaw-dropping scaling effects 
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Like Wave koce 64 and Moria kart 64, Frer will feature a fourmplayer heacic- 
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Yoshi's Story will feature many types of unusual terrain and, most importantly, 


foe. These strange creatures (below) deform as Yoshi jumps on their heads 





iverwhelming impression is of a game which far surpasses any 


s 


i the titles yet seen on Nintendo's 64bit console — including 
seemingly untouchable Super Mario 64 

Although no release date has yet been set, Yoshi's Story 
(formerly Yoshi's Island 64) 15 also progressing well. The latest 
screenshots suggest that Nintendo is once again preparing to 
set an unapproachable standard, taking the 2D platformer just 
about as far as it can go. AS previously reported, the game will 


feature a mix of sprites (similar to the SNES title) and polygons 
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These latest shots from the 
forthcoming F-Zero 64 suggest that 
the possible N64 conversion of 
Wipeout may be a pointless 
exercise IÍ Zero 64 approaches 
the playability of the original SNES 
title, it will leave the likes of Rev 
Limit апа Mult-Racing 
Championship in the dust 
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been immersec 
The first serious competition for Delphine’s smooth Moto 


Racer tS Currently in production at Italian studio Milestone 


Superbikes features motorcycles from Yamaha, Ducati. Honda 
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Europe, the US and Japan. Since motorcycle racing is nowhere 
near as popular as F1 (after Barry Sneen, Britain seemed to lose 


nterest), Only real fans will recognise the authentic touches, Dut 


the real draw tor most gamers will De the sustained 30tps and 


detailed models to rival Sega s Manx TT coin-op. Milestone 16 


producing both a software-only and a hardware version, and tne 

fact that, like Moto Racer, SuDerbikes Is a 030 title should 

guarantee it ad welcome reception upon its release in Dí tober 
Imagineer may want to consider shifting the launch date of 
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The PC version of Core's 
Fighting Force (nght) is 
shaping up well, although the 
PlayStation version will lead 







Screamer Rally should finally 
give the PC a rally game 
worth playing, thanks largely 
of course, to the machine's 
new-found 3D power, 
courtesy of the PowerVR 
and Voodoo chipsets 


Chameleon Twist, from - 
Nihon System Supply, is due 
for release on the N64 in 
Japan this November and 
features a central character 
which uses an extending 
tongue to grab objects. A 
fourplayer mode is also on 

the cards, though quite how | -Car Solun - 

it will be implemented is yet E B таш LLL, LL LLL 


to be darified 
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Konami s Nintendo 64 title 
Hybrid Heaven looks like it ha: 
the potential to be one of the 
biggest thirdparty releases on the 
machine. Due for release next 
year, the game appears to build 
upon the foundations laid Dy the 
company's PlayStabon action 


adventure. Metal. Gear Sond 
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Holy Magic Century, trom Imagineer, features a highly detailed world, with 
some truly beautiful locations and excellently designed characters 


for the game i5 currently on a collision course with Zeida, due 


for release in Japan at Christmas, and would almost certainly be 
swamped by the rush tor what must De one of the most eagerly 
awaited games on any system, ever. This would be a shame, as 
Imagineer's title looks like a detailed and charming game, with 
three characters to control and an intricate magic system. The 
only possible drawback is the size of the gameworld, as all the 
rooms and buildings are true 3D (unlike Zelda, which fixes the 
camera for some interiors, apparentiy to save cart sDace) 

PC title Ground Effect, from Angel Studios, has a colourful, 
console-style atmosphere not dissimilar to Wave Race 64. It pits 
players against the elements in the kind of hovercraft familiar to 
fans of children's television series 'Gentle Ben' (and also seen in 
the disastrous Keanu Reeves movie, ‘Chain Reaction’). The 3Dfx 


version (shown) looks slick enough, but the software-only 


version will run at around 20fps. Whether the game will benefit 
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Ground Effect, here in full ЗОБ form, seems to borrow much from Nintendo s 
Weve Race. Hopefully, the 'sea' won't be merely a flat surface in the final game 


from the rolling wave effects and excellent handling evident in 
Nintendo's jetski racer remains to be seen 

Barrage, from US codeshop Mango Grits, joins Innerioop's 
Joint Strike Fighter and Shiny's Sacrifice in sporting an 
impressive 3D engine that draws right to the horizon, with no 
discernible pop-up. As in Ground Effect, the player pilots a 
hovercraft, but this time through underwater sections, interiors 
and detailed landscapes. The game is also an OpenGL 3Dfx title, 
something that Edge predicts PC gamers will see a lot more of 
next year as Microsoft struggles to sell its D3D standard 
to developers eager to take advantage ûf 3D Cards. + 





PC title Barrage, from US developer Mango Grits, uses 3Dfx to draw nght to 
the honzon, and features underwater-based action in places (left) 
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Myth, from Bungie Software, is being published by Eidos and is, to all intents and purposes, a skirmish 
simulator for the PC. The 30h version shown here features smooth, rotatable, zoomable maps 
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SENTINEL RETURNS 
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REVIVING CLASSIC GAMES IS NEVER EASY AND THE EYES OF THOUSANDS, IF NOT MILLIONS, OF FANS WILL 
BE WATCHING AS UK DEVELOPER HOOKSTONE DRAGS GEOFF CRAMMOND'S CLASSIC STRATEGY INTO THE '905 
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The trees of the original 
game have been 
replaced by grey spikes, 
and may be 'absorbed' 








henever conversations turn to 

retrogaming, there's one title that 

nearly always appears at the top of 
the “most wanted list. An update o! the 1987 
C64 game Sentinel is as coveted as Virus, 
stunt Car Racer and, inevitably, a multiplayer 
version of Ete. 

For the uninitiated, looking баск on the 
old Sentinel! leaves tew clues as to why it 15 
so enduringly popular. The graphics, though 
impressive in scope, look spartan, Amazingly 
tor that time, the game nad no centra 
‘Character’ and an abstract premise that Saw 
the player negotiating 3D landscapes by 
transporting from one spot to another, all the 
time avoiding the energy-draining gaze of the 
slowly rotating 'sentinel.' Not the easiest of 
conceptso grasp, Dut for those who gave it 
a chance sentinel did become an obsession 
industry veteran John Cooke i5 now hoping 
to answer a few prayers by bringing the game 
into the '90s with Sentine! Returns 

Cooke s company No Name Games holds 
the rights for any spin-offs relating to 
Crammond's masterpiece, and has teamed 
up with developer Hookstone to deliver 
PlayStation, Satum and PC versions to 
Liverpudlian publisher Psygnosis. But 
tampering with classics can be a risky 
business. Sentinel is so fondly remembered 
that far trom being a no-Drainer update, 
Sentinel Returns will have to be an incredible 
game in its own right. It's a tightrope walk 
between originality and faithful reproduction 
that Cooke believes пе can negotiate 


"We took a conscious decision to not 
deviate too much from the original. We felt 
that the gameplay wasn't flawed in any 
particular respect - but it needed refining. 

For instance, the learning curve Is too steep, 
then flattens out too quickly. We've redesigned 
the levels and made sure that it's easier to 
begin with then becomes progressively more 
difficult - much harder than Sentinel ever was 


The PC version (shown here) retains 
much of the graphical style of the original, 
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while making allowances for the obvious 
technical advances of recent years. Sentinel 
Returns will support hardware acceleration, 
though this will only be needed to smooth 
textures. Frame rate i5 unlikely to be an issue, 
as Hookstone has chosen, perhaps wisely, to 
retain the original's haiting scroll method, 
allowing the player to turn only very slowly 
"We've retained the claustrophobia by 
deliberately slowing the scrolling down,’ 
explains Cooke. ‘This is not a shoot ‘em up! 


THE SENTINEL IS SO FONDLY REMEMBERED THAT FAR 
FROM BEING A NO-BRAINER UPDATE, SENTINEL 
RETURNS MUST BE INCREDIBLE GAME IN ITS OWN RIGHT 


Part of the sweating panic you feel when 
you've been scanned and slowly drained of 
your energy is struggling to look around for 
an escape route, some trees, anything...” 
Helping to create that claustrophobic 
atmosphere is a soundtrack from none other 
than movie director John Carpenter, who, it 
transpires, knows someone who knows 





The swirling skies and filtered textures bear the trademarks of hardware 
acceleration, but it's hardly needed in this slow-paced war of nerves 
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someone who knows Cooke, The only thing 
missing, it would appear, is Crammond 
himself, but Cooke believes there's enough 
innovation In the sequel to keep everyone 
happy, including a multiplayer network option 
for the PC version 

Thankfully, unlike the original, Sentinel 
Returns won t feature 10,000 levels. Instead, 
there will be 'just' 666. The difference will be 
negligible in terms of difficulty, however, as 
Sentinel allowed players to skip as many 
levels as there were energy units remaining 
at the end of each battle. This has been left 
out of the sequel, which allows players to 
progress at the steady pace of one level at a 
time. There should be a pretty impressive 
end-game sequence once players conquer 
the final level, ‘The Void 

' am probably the only person in tne 
world, claims Cooke, ‘to have finished the 
original game twice. When | got to the end, | 
expected some kind of mega graphics fest, 
Dut it simply clicked over to level one! Gutted, 
I called up Geoff Crammond and demanded 
an explanation. The answer was classic 
Crammond: "You finisned it? | never 
thought anyone would be that stupid. .. + 
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Tur Goro Wan MAY BE OVER, BUT A MOVIE REFLECTING THE NUCLEAR NEUROSIS PREVALENT AT ITS HEIGHT HAS 
PROVIDED THE INSPIRATION FOR A STRATEGY GAME WHICH PROMISES TO BE MORE THAN JUST ANOTHER G&G CLONE 








WarGames has not been designed to retain the movie's look, but Interactive Studios, in conjunction with MGM, has taken 
devi one ni он NUM. Tos pia of Vy vet c soo нану Find 





Ithough it is rare indeed for a software government, helping to reprogram its defence 
Y * A company to use a movie licence for computer to eliminate the danger of it triggering a 
garneplay reasons rather than to make nuclear war. Unfortunately, he fails, and when the 
money, it seems that Interactive Studios has done computer challenges him to а CRC-style game 
t - di 7 бат "w^ + Fa i just that with its forthcoming PlayStation/PC title, on a networked PC, he must win, as the 
WarGames, a game based on Metro Goldwyn computer may be preparing data for a real war 
Mayer s 1983 movie of computer paranoia What all this really amounts to (5 a military 
starring Matthew Broderick. strategy game along C&C lines. The player gets a 
The story begins 20 years after tne events fleet of armed vehicles, helicopters and marines 
depicted in the film. The player takes on the role with which to defeat the forces of the 
of David (Broderick), who is working for the US government computer, over 30 Campaigns. These 





> * e o 


The vehicles are designed to 
move realistically across the 
terrain and do not have to fit 
into ‘tiles’ as they do in other 
isometric strategy titles 
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missions have all been Scripted by the movie's 
original writer, so inevitable thematic links 
berween the two should lift this beyond the usual 
grab-a-licence-and-make-a-fortune fare 

So what does WarGarnes add to a jammed-to- 
the-rafters genre? The answer, according to team 
leader John Whigham, i5 plenty 

‘Graphically speaking, we believe WarGames 
is pretty much unique in its total adoption of fully 
three-dimensional polygon technology, he 
claims. 'One of our original design criteria was 
that there should be no compromise in any 
aspect of the game that would restrict what could 


‘BY BREAKING AWAY FROM TILES, WE ALLOW THE 
PLAYER TO PLACE UNITS EXACTLY WHERE THEY LIKE, 
TO AN ACCURACY OF A FRACTION OF A CENTIMETRE 





take place on our virtual battlefield. We decided 
that with the exception of the troops on the 
ground, which would have been too unclear if 
generated realtime, everything in our world is 
constructed entirely from polygons and will 
consequently reap the benefits they convey." 
Essentially, then, interactive Studios has 
abandoned the standard tile system which many 
C&C clones use, in order to make things easier 
for designers. In WarGames, the vehicles don't 
have to move over, and fit into, a rigidly defined 
grid system, instead, they have complete freedom 
of movement over the landscape. As Whigham 
explains, ‘By breaking away from tiles, we allow 
the player to place their units exactly where they 
like, to an accuracy of a fraction of a centimetre, 
units can face in any direction and can travel in 
straight lines at all times. While this is of great 
benefit to the player and to the game in general, 
the programming nightmares it raises have given 





There are six environments in WarGames, Mr on rene locations 


such as mountain ranges (main) grasslands (top 











us more than one sleepless night over the last 
tew months.” 

Each of the land, air and sea units has its own 
movement restrictions and abilities, which should 
add much to the game's strategic complexity. 
Tanks and other heavy vehicles, for example, are 
unable to tackle steep inclines, so players can 
amass their troops behind mountains to avoid 
enemy attack. 

‘Another aspect on which we lavished some 
serious attention was resource acquisition and 
management,’ continues Whigham, ‘instead of 
opting for the clichéd approach of harvesting 
some resource or other found on the map, we 
instead have a tie-in to the original film with the 
use of hackers. The player clones these special 
troops and then sends them out to computer 
centres located around the level. Once there, 
they can be instructed to attempt a wide variety 
of "hacks" to gain information, upgrades, new 
technology or, most importantly of all, money.’ 

Although WarGames is still five months from 
release, it's already looking impressive. Visually, 
there are SVGA graphics, realtime weather effects 
and six diverse geographic environments, and 
there's plenty of promise in gameplay 
innovations, too. With 3D acceleration and LAN 
support promised for the PC version, and that 
well-constructed 3D environment, this could well 
prove that the military Strategy game really is a 
genre in its own right and not just a bunch 
of designers copying Westwood Studios 





maintain speed, but the final 









maintain speed, but the final bulld should allow a 
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As ОНЕ OF THE FIRST DEMONSTRATIONS OF THE Vinroloeic PowERUR CHIPSET'S PROWESS, THE ONE-TRACK VERSION OF 
ШІТІМАТЕ RACE WAS A CLOSELY SCRUTINISED PIECE OF SOFTWARE. THE FULL VERSION LOOKS SET TO TURN EVEN MORE HEADS 






hen it appeared earlier ts year as a 
W demo bundled with the PowervR 

board, Ultimate Race served as an 
impressive example of the potential of 
VideoLogic's chipset. Yet its only track 
(however long and varied) was not enough ~ 
a weakness so obvious that Kalisto s title 
could never be regarded as anything other 
than a glamorous diversion, however 
impressive its technical credentials. 

With this full edition, however, the 
developer has added a multitude of new 
options in the hope of creating a PC racing 
game capable of proudly taking its place on 
the grid alongside the best the console world 
can offer - an honour that only Delphine's 
Moto Racer can currently claim, thanks in 
part to Its excellent use of the 3Dfx chipset. 

In Ultimate Race Pro, up to 16 contestants 
can participate in networked multiplayer 
races, and support for all major 3D cards is 
also included. More importantly the game 





As well as circuits, now boasts four tracks. These can be flipped 
Kalisto has promised a and reversed, boosting the final tally up to 16. 
multiplayer arena mode Also, Kalisto has included an arena where 





contestants have to smash into the 


competition — similar in concept to Psygnosis’ 


Destruction Derby – further enhancing the 
game's multiplayer potential 

The main race features 12 computer- 
controlled opponents (or human if in 
multiplayer mode), whose Al has been 
considerably enhanced since their previous 
appearance. Other ‘lifts’ from the console 





Only one of the new circuits (above and 
top is set outside of the United 
States (left) and features of French 





! to distract the 
hard task of staying on the grey stuff 





classics include a training mode that enables 
players to engage in time trials or against 
their own best laps in the form of a ghost car 

Cars come equipped with either 
automatic Or manual transmissions as well as 
a handbrake with which to negotiate the 
courses’ trickier bends. Should players make 
any inadvertent off-track excursions, 
however, damage is taken care of in three 
dimensions and in realtime 

Other additions are purely cosmetic, 
ranging from shadows projected beyond 
both cars and backgrounds, three- 
dimensional sky detail smoke, sparks, 
transparencies, skid marks and weather 
effects such as rain, thunderstorms and fog. 

If this ‘proper’ version fulfils the potential 
its predecessor hinted at, PC owners might 
have another product wnose credentials 
could silence even the most belligerent 
console owner 





As in the demo version bundled with the PowerVR card, course detail 
remains impressive. The game presents a variety of racing environments 
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Sony Music ENTERTAINMENT'S LATEST GAME OF NINJA STEALTH AND COMBAT MAY HAVE AN AMBIGUOUS TITLE, BUT IT | 
LOOKS LIKE IT COULD EMERGE FROM THE SHADOWS AS ONE OF THE MOST INTERESTING PLAYSTATION ADVENTURES OF 1998 








Shadows will 
the perfect hi 





Formal 
FL IM EST | 
LEVERET. 


Release 


Lagi 


provide 
pot 
for surprise dede 

unsuspecting рана 





Although Tenchu will feature plenty of 
sword action, players will maximise their 
chances of survival by causing as little 


disturbance as possible, in true ninja spirit 





fter venturing into the PlayStation 
market with the disappointing Kieg 
the Blood (E19) and the unremarkable 
prerendered-CGi-ied adventure Kowloorn 5 
Gate (Si юп tO pe released in Europej, Sony 
Music c Entertain on has recently announced 
five new tities- Tour action games and an 
RPG - t plans to release in 1998 
Farming part of ¿ne campgany s acron 
quartet, Tenchu Sees players ungertaking tne 
role of either aminja ога *kenoetchi', the latter 
being the name giver to the female variation 
Of rhe inramous Japanese assassin 
The game's eight levels are based within 
an orientai-smwe Castle with impress vely 
detaiied 3D backgrounds: Fights ean occur at 
any time 3nd апу of the castle's many 
locations, such as deep within thi düngeons 
or high up on rooftops 
Although initially looking Similar to 
Bushido Blade, Tenchu quickly differentiates 
Itself by taking a different approach to 
3quaresort 5 ail-Out Tignting 
поп. In terms of gameplay, Sony's title 15 
er to Konami s Meta! Gear Solid, 
with players ideally avoiding the majority af 
the many opponents rather than meeting 
them head on, Avoiding lights and hiding in 
tne snacdi 


example of 


actually close 


ws before attacking unsuspecting 
sword-wietding adversaries with a lethal 
trike would therefore be the recomme 
While the lead character is 
quite capable of surviving multiple combat 


вари i 
i H 
ИЕТ 


course of action 


situations.sh@uid the player be discovered by 
the enemy, the aim of thë game appears to 
lean tawaros amore strateeg approach 
rather than simply encouraging a string of 
mindiess battles. 

Players will be able tn move their 
Character Teel within a 3D environment and 
as iSincreasinety the case in adventure 
games, Talon capture Jas been usenao 
ensure ina animation 15.95 smooth and 
realistic as possibile, with particular attention 
paid to the fighting sequences. 

other c touches, Such as blood 
Spraying fram à victim's racenthy word 
struck body, are grue some!y PHertive, albeit 
severely censi пепо 

Previous SME producti 
tendency to p ICi 

gameplay, yë 
this time 


jns have had a 

> graphical quality above 

r impressions suggest that 
1gs may De different 

has estan 

ibat hybrids set In ( 
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The finished game will 
contain a wide variety 
of background details 
in and around the castle 
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ÜNE OF THE MANY THINGS THAT JAPANESE POPULAR CULTURE HAS GIVEN TO THE WORLD IS THE CONCEPT OF THE 
FIGHTING ROBOT. GUNBIKE ADOPTS A FAMILIAR ORIENTAL THEME BUT ADDS A FEW IDIOSYNCRASIES OF ITS OWN... 


One of Gunbike's strengths is its 
backgrounds are highly detailed 
used for the weapons De tusa quale n 








apan's obsession with robots and 
mobile suits is well-known, with 
numerous television series. 
m nanga/ 'anime produ: cts and toys dedicated to 
the angular metal fighters. The phenomenon 
also extends to the Japanese videogames 
industry, of course, which has seen a vast 
number of armoured-suit titles over the 


years, particularly during the 16bit era. Due to 


hardware limitations, though, such games 
have often been disappointing, with DIOCky 
and poorly animated robots battling to get 
the most out of a minimal amount of 
gameplay. With the arrival of 32bit machines, 
however, the genre seems to have matured 
Examples such as Gun Griffon for the Satum 
and the PlayStation's Armoured Core have 
demonstrated that armoured-suit games 
and decent gameplay are not necessarily 
mutually exclusive. 


While Gunbike continues the robot theme, 


t offers a few new features to distinguish it 
from its brethren, while retaining a familiar 
setting. In 1999, with most of the world 5 
population wiped out Dy an apocalyptic 
disaster, the planet was gradually rebuilt Dy 
the survivors, who then formed different 
groups. By 2097 (presumably as the Wipeout 
championship is under way), one leader 
ntent on quashing his rivals has assembled 
an impressive army, forcing the rest of the 
population to respond with their own artillery 
As a member of this resistance group, the 
player has to choose one of three mobile 
suits, each possessing the ability to change 


into one of three shapes: its normal 
armoured-suit form, an 'Akira'-style bike, or 
an equally stylish hovercraft. Players can 
choose to execute a transformation at any 
time, with eacn mutation appropriate to 
different situations. 

Gunbike has the potential to be an 
excellent title, with large 3D fighting arenas, 
great weapon effects, and some impressive 
bosses. Despite its obvious Japanese themes, 
it should find an audience with action- + 
game fans the world over 








—— Há M M PEN vc arg 
advantages, and players must make full use of them in order to succeed 
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WHETHER JD GRAPHICS REPRESENT THE FUTURE OF VIDEOGAMING OR NOT, ONE COMPANY, TREASURE, 15 DETERMINED TO 
FOLLOW THE PATH THAT HAS MADE ITS NAME — 2D. THE RESULT APPEARS TO BE A SATURN SHOOT "EM UP WITH STYLE... 





Silhouette e continues Treasure's typically Japanese a to 2D 
side-scrolling a with splendid optica eem and wonderful characters 





from previous examples of the genre is the 
main character's dual 'personality', appearing 
as either blue or red depending on the 
direction she is facing. The game's enemies 
also appear in one of two colours, thereby 
determining from which side they must be 
Ideally attacked 

rhe lead character possesses myriad 
fter demonstrating what can still be moves, including the option t to grab and 








done with the 2D platform-snoot 'em throw villains to ensure that they face the 
up genre with the action-packed optimum side for a successful attack 
Fuke Yuke Trouble Makers (see E48), the AS was the case with Trouble Makers 
Т күп based cogdeshop Treasure is ОПЕ ng A Treasure ñas made gr ЮО use of the Saturn's 
similariy themed titie to the Saturn graphical grunt, which offers so much more 
Like all of the COrriDarry 5 gares, than 160 technol DEY, апо prayers can expect 





Shiite Niraga ik mmuetia'e 
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i The ba unds are as 
a5 a Japanese production, with Strong twists tO Keep mem occupieg umrougnout 
| Seen ue Wii Uu yum ana U Tasa gra ica cally impressive 
LO uuunmnowvatve their acuonm-Dackex adventure m Tay De 


Vr oc re “ги ГЇ w 
Mal hie астег des 3e П L OLIDIeO АЛ 





рт гы Aj " 4r т. = HAS 1 =L. + =, rr ^W r- n Tarafta 
Pamepidy in this case, the major arrierence OOUMISOE UO expec: 








Residents complaining 
about the noise (above) 
is a great comic touch 





Even after the method of defeating them is meticulously worked out, some of the game's 
imaginative end-of-level bosses (above) pose a serious threat to the player's advancement 
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PSYGNOSIS IS MAKING A CONCERTED EFFORT TO DIVERT ATTENTION FROM ITS NEW GAME'S LIGHTWEIGHT PLOT 
BY UTILISING THE SMOOTHLY AIRBRUSHED SERVICES OF PROG-ROCK ALBUM-COVER ARTIST RODNEY MATTHEWS 


Although polygon-based, the game's characters have nevertheless retained 
the overall essence of fantasy artist Rodney Matthews' conceptual work 








ne eponymous character in Will drop out of art critic mode and 

Psygnosis new Diaster i5 ап alien concentrate on the task at hand 

dictator who has spent thousands of in its present State, however, 5лабоиу 
years at war, acquiring resources from Mast dis O ;ameptlay Is Strictly 
leighbouring planets to fuel his ongoing one-dimensional, with the level: 5 requir ng 
tyranny Of evil. Having set his sights on the ittie or no exploration = there are no lOCKed 
vents s Planetary system, it s now up to the or hidden areas, for example Edge hopes 
atter to defend it or die that tne E iy will be honed to match 


Players are ensconced within the cockpit game's visual extravagance by the E 
T1 


me it (5 released 


if a heavily armoured warcraft which is able 
ove in any direction as well as looking 
ind firing up or down, The epic Dat tig for 
survival takes place over 16 levels, stretching 
across seven planets, before the final 


confrontation on the * а Masters 





homeworld. Most of the levels look vast - 


with a large number of enemies to keep 
The explosions are err 
players on their toes ~ and the PC version 
mue "woe ERTAN — ze arm 
ап accommodates ane erie tok jvpr lin KUD 
Shadow Master aiterentiates itself trom 


tš competitors by dint of its visuals, the work 


IL WERE, | 


of leading illustrator of fantasy Rodney 
Matthews, whose career has encompassed à 
wide range of projects ranging from album 


rp- 


COVED I0 DOSIBTIS as recently, muitimedia 
Indeed, the game S strong vual Style 15 one 
Of its Strengths. Its Deautiful corridors, 

tunnels, and panoramic spaces do much for 


可 


the overall sense of atmosphere. The 
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characters benefit тот an artistic toucn, 
Format | though th eir polygonal construction gives 
Publisher them a more angular look than Matthews’ 


Developer traditional airbrushed smoothness 


L ull 





Nevertheless, shot iid SIX Creatures 


suddenly attack simultaneously, most players The game focuses on action, leaving little 
time to admire its great lighting effects 








PRESCREEN 


p | E [ n 
Шү MIN l 


HAVING UNDERTAKEN THE LEGWORK FOR NINTENDO WITH THE CLASSIC PitorWiN6s 64, US-BASED PARADIGM HAS ELECTED TO 
PUSH AHEAD WITH ANOTHER AIR-BASED TITLE. WILL ITS PARTNERSHIP WITH ANOTHER JAPANESE PUBLISHER PROVE EQUALLY FRUITFUL? 


| Ithough originally part of a series of 
Д ‘24 Mega’ Neo-Geo games, the only 
Lemme similarity between SNK's ageing 


shoot’ em up titles and this N64 version is the 
game's moniker. Gone is the vertically 
scrolling 2D action, replaced by 3D polygons 
and the ability to move freely within a more 
lifelike environment. 

Sonic Wings Assault will feature three 
modes of play. The first, Training, allows 
players ro pick individual missions in order to 
perfect techniques such as ground attacks 
and hone their dogfighting strategies 

The main section, the Scenario mode, will 
offer a minimum of ten stages, each broken 
down into several missions, the end of which 





UR in ha seeing gigantic end-of-level polygonal bosses 
selection of classically attempting to hinder the player's progress. 
styled warplanes Combat will take place all over the world, and 


a certain interactivity with the Dackgrounds 
will exist, such as the ability to attack and 
destroy a range of Tokyo's most famous 
buildings and structures. 

The third mode is a classic Versus option, 
where two players choose a team of four 
aircraft each. Players will pilot one of the 
team's aeroplanes, the N64's CPU taking care 
of the remaining trio, the degree of their 
Involvement being determinable before 
takeoff. A variety of aircraft based on real 
machines currently in service around the 
world's air forces will be avallable, such as 
Р-145, F-15s, and A-10 bombers 

Fighters will communicate to each other 
in a fashion similar to Star Fox 64, adding to 
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Boii fetis ahinents from conventional АЕ Ка 
Шыр мЕН ci giri yao an energy bar indicates the amount 
sempe a sustained, establishing the game's arcade A wide 


enemy targets feature in the aerial- and ground-based missions 





the game's atmosphere, and two views will 
be available - cockpit and chase cam. 

At this stage, certain areas, such as the 
backgrounds’ plain-looking texture details, 
still require some work, which developer 
Paradigm will hopefully address in the few 
months before the game's release. 

Whatever the outcome, beyond 
Pilotwings 64, which offers a fairly lightweight 
interpretation of flight simulation, there are 
surely many Nóà owners ready to lap 
up a more serious title such as this. 
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substantially since its Neo-Geo 
incarnations, but looks unlik 


to push the N64's visual capabilities 
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HYPER OLYMPICS IN NAGANO 64 


AFTER DELIVERING ONE OF THE MOST ENJOYABLE MULTIPLAYER GAMES EVER IN THE FORM OF INTERNATIONAL 


Track & Нео, Konami 15 RETURNING TO THE SPORTING FIELD ONCE MORE — ALBEIT IN CHILLIER CONDITIONS 





yper Olympics is the latest in 
H Konami's honourable tradition of 

sports titles, and just as last year's 
International Track and Field was released on 
the PlayStation to coincide with the Olympic 
Games, this is appropriately timed for the 


CLASSIC EVENTS SUCH AS ALPINE AND FREESTYLE 
SKIING, SPEED SKATING, BOBSLEIGH, LUGE AND SKI 
SKI JUMPING ARE MIKED WITH SNOWBOARDING 


Nagano "98 Winter Games. 

The importance of timing should not be 
underestimated. For two years a clock 
outside Tokyo's Shibuya station has been 
counting down the days - to the Japanese, 
this is an event of biblical proportions. 

The game promises 12 events, with 
players being able to fly the flag for one of 
16 countries. Classic events such as alpine 
and freestyle skiing, speed skating, 
bobsleigh, luge and ski jumping are mixed 
with more contemporary disciplines such 
as snowboarding 


As in previous Konami sports titles, Hyper 


pics is bound to combine an unhealthy 


amount of button-bashing with split-second 
timing for players to stand high on podiums 


The championship option gives players 
the opportunity to set a contest with a 
specific number of events. Alternatively, the 
more traditional Olympic mode will enable 
players to compete for medals. 

While Konami is producing a PlayStation 
version, this é4bit example should offer the 


most realistic experience. Nintendo 64 owners 
should perhaps start investing in some 4 





super-durable joypads right now... 





True to fashion, Hyper ics features 
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POLISH DEVELOPER METROPOLIS IS USING THE CULTURE AND FOLKLORE OF ITS OWN COUNTRY AS THE INSPIRATION 
FOR AN ADVENTURE GAME INVOLVING MONSTERS, MAGICIANS AND, OF COURSE, A POINTY HATFUL OF SPELLS 





The intelligent camera 
system automatically 
selects the best view 
in terms of gameplay 





Format 
Publisher 
Developer 
Helease 
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The fighting engine is particularly realistic, 
Blade, enemies can be 
killed with one blow, including decapitation 


and, as in Bush 





itcher, from Polish codehouse 
Metropolis, is a fantasy adventure 


| with action RPG elements. The game 
s based on a character created by Polish 
KON | 


fantasy writer Andrzej Sapkowski, and tells 
the story of Geralt (aka tne Butcher of 
Blaviken'), his sorceress love, and a Bard 
named Jaskier, in the process uncovering 
various mysteries, such as the slaughter of 
Blaviken, how Geralt became a witcher, and 
why elves are killing humans in the forests. 

A witcher is а cross between an assassin 
and a wizard, and his services are called 
upon whenever a town is threatened by a 
monster. The training of a witcher is an 
arduous process involving drugs and specia 
spells. Successful applicants emerge with 
powers Such as being able to see in the dark 
and move faster than ordinary humans 
Having passed an extra test that no one had 
previously survived, Geralt is widely 
considered the best witcher in tne land. 

Witcher 15 viewed from a thirdperson 
perspective and all of the environments are 
n true 3D, allowing realtime shadows and 
ight sourcing to be employed. The developer 
has also included a certain amount of 
nteractivity with the surroundings, so that 
different sounds are heard depending on the 
surface being walked on, while torches cast 
dynamic lighting, and sparks fly whenever 
swords hit stone walls 

Metropolis 15 confident that its engine IS 
more player-friendly than those evident in 
other, similar games, remaining simple 
despite the complexity of the tasks and 













The emphasis is on 
allowing players to play 


a part in an engrossing 
movie-like experience 


allowing players to focus on the game rather 
than the controls. Although already regarded 
in Poland as one of the country’s top 
developers, Metropolis is hoping that Witcher 
Will do what Tomb Raider did for Core and 
enable it to find a wider audience. 

Like any adventure titie, Witcher IS 
structured in a linear fashion, but the mixture 
of plot elements should enable the player to 
choose different paths to fulfil his quest, 
without having to plod through every stage in 
a methodical fashion, thereby giving | a 
the game an extra, appealing twist. = 






Developer Metropolis claims elements of psychology and moral issues 
are just some of the themes in Witcher, making it an adult-oriented title 
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GUNS, DRUGS 5S N FA SO > 


SAVING DELIVERED 


CODESHOP DMA D DE 


SINCE ITS HUGELY POPULAR LEMMINGS SERIES, SCOTTIS 
SIGN 2 BACK. n A TITLE LIKELY TO INFLAME THE MORAL MAJORITY. 
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to erupt once more courtesy of Scottish 
coders DMA. With Grand Theft Auto, its 
graduated from killing innocent-looking lemmings 
to Innocent bystanders. For those who laughed 
maniacally as the little blue mammals plunged to a 
thousand entertaining (and certainly violent) 
deaths, driving around an American city turning 
bystanders in sports jackets and check trousers into 
a bloody smear will be manna from heaven. 

Grand Theft Auto's concept is so simple it's. 
hard to believe no enterprising codeshop has 
picked up on it before, Players take control of a 
small time criminal/psychopath (depending on how 


T he violence in videogames brouhaha is set 
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players feel about running over pedestrians) who 
must work his way up the ladder from hood to a 
‘made guy’ by carrying out errands, crimes and 
favours for.a local crime syndicate. And that's where 
things begin to tip in favour of the moral majarity. 
It won't be hard for the likes of the Daily Mail 
to snatch a few headlines from storylines like 
these. Shooting the brother of your employer, for 
instance, because he found out that your boss was 
‘banging’ his wife. Or mowing down a line of Hare 
Krishnas as they walk along the pavement (extra ` 
points for killing them all). Or, possibly, driving a 
Mack truck full of explosives into the Police HQ and 
watching it blpw, with the added incentive that if 
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you re more than a few feat out with your parking, 
the target becomes the hospital next door. 

Keith Hamilton is the team leader on the 
project, summing up the feeling that led to such an 
obviously controversial game thus: We've designed 
games that we'd like to play ourselves. We're fed 
up with cutesy, kiddy, patronising games. Why have 
we gone fora mature audience? Because we're 
supposedly. a mature industry, and the game is 
heavily influenced by "mature" films, It's fine to 
have swearing in a game – people swear, so why 
should a game marked for an adult audience not 
have mature content?’ 

Why not, indeed. What wil) almost certainly 
make GTA such a hot potato in the coming months, 
though, is the richness of the gameplay, mature ot 
not, The city feels genuinely real, with cars 
constantly on the move, pedestrians crossing and 
going about their business (until, tragically, out of 
the blue...) and police keeping tabs on the player's 
notorigus deeds. in common with Activision's 
excellent Interstate '76, Grand Theft Auto |5 à 

complete arid engrossing experience, The top-down 







drive around for ages in simply 
exploring the labyrinthine map 
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it's not all plain sailing. To jump this gap requires a 
fast car. It's pos ible to qu iste eb sê but CPA 
isn't about the easiest route, it's about the fastest 
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‘WE'RE FED UP WITH CUTESY, KIDDY, PATRONISING 
GAMES. WHY SHOULD A GAME MARKED FOR AN 
ADULT AUDIENCE NOT HAVE ADULT CONTENT?’ 


view of the city reveals one of the most startlingly 
original and alive environments yet seen in a 
videogame. it's packed with the little details that 
make the difference between sitting there passively 
tapping the keys and staring, open-mouthed, 
leaning into every turn. Programmer Brian Baird is 
very much into the idea of the three cities 
operating like living organisms. 

'We've gone to great lengths to try to make the 
city ‘breathe’,” he emphasises, ‘Things do go on 
without your participation. Ifyou want to cause 
chaos you can, but you have to live with the 
consequences. There is a lot ef logic going on 
underneath the surface — police cars patral the city 
constantly, and i} you wander near one while 
you're petting chased, he'll join in, Yes, there are 
shortcuts going on behind the scenes, but we can 
still have anything up to 400 cars and over 600 
pedestrians. That's a lot af lagic going an. 

Each of the three cities takes several minutes of 
driving to get irom one end to the-athe'r, There are 
over 2000km ol roads, alleyways; dead ends, 
bridges and tramways, and more than 20 different 
kinds of cats to driye — which i$ where the most 
innovative (and once again, head-thumpingly 
simple) concepts is ta be found: carjacking. 
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“MISSIONS WERE INSPIRED BY MOMENTS FROM THE 
PROGRAMMERS FAVOURITE HIGH-OCTANE THRILLERS, 
LIKE “Dirty HARRY” AND “THE FRENCH CONNECTION 
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Sega's continuing support for the PC has seen the company 
porting its catalogue of sophisticated coin-ops to Intel-based 
architecture. Edge meets the Japanese division responsible... 
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n division manager Hiroyuki Otaka yf 
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Edge: 


x cs ail E d 
| Hiroyuki Otaka is the manager of Sega's PC division in 
| | Tokyo. He believes that the 3D card market is still too 
Hiroyuki Otaka: | {тн | ; i | splintered for Sega to commit to potential winners 
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The PowerVR PCX1 version of Virtual On is easily the most impressive title on xs 





display at Sega's offices. This is the only Sega game with dedicated PowerVR 
support and Edge was impressed with the detail, texture quality and frame rate 
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The original Model 2 board that runs Virtuol On in the arcade is, in Otaka-san's estimation, about three to four 
times more powerful than a fast, unaccelerated PC. How Model 3 figures in Sega's PC plans remains to be seen... 
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Sega success 
Sega's Japanese division has 
released | titles in the PC 
market so las, including 
heavyweight coin-op poris 
such as Virtua Fighter 
Remix, Panzer Deagoon, 
Sega Rally Championship 
and Daytona USA, Oddly 
enough, its best-selling ТИШ 
in its domestic naike is a 
screens Spinsolf Horn ils 
Satutn Sees, Saku 
Tarsen, which has amassed 
50,000 sales — humble in 
[аре terms maybe, bur 
impressive for a format with 
е establishes) manet 
Presence in Japan s games 
market. A hardware 
bundling deal ensned 
heathy ala lar Ий Ол, 
which managed 600,000 
urWts wieni И wis. packapec! 
with 495-compaltible NEC 
PC98 computers and 
clones, while its leyendary 
beat ern up, Virtua Faghter 
PC. docked üp 50,000 
sales through a таг 
strategy. The rapid growth of 
the PC market in Japan 
means that bundling his 
become a big business. 


es. 


r 


virtua Fighter 2 was converted to the Saturn 
pem EOCENE 


presently studying il. There 15 atso D YD. bul i 

bit earty. 111015 ol games are released using a particular 

card, Sega Enterprises will develop on It. We are waiting ta 
sce where the market 15 going We do not have any 
particular. agreement with any company. We want 1o consider 
all the 30 cards and then decide 

Edge: How powerful i Model 2 compared to the PC? 

HO: Model 2 |: 


Ihe PC weve haying to recreate things that were originally 


about lour times às powertul as à PC. On 
designed for a Model 2 board, I ism t easy, Having said thal 
certain aspects ol the PC have the edge on Model 2. It is 
very diihicult = in fact, almost impossible — lo produce a 
IO0 -accuraTe conversion trom Model 2 to PC. But we can 
create something thal looks almost thi 
Edge: What kind of hardware would led fora 
conversion Of Virtua Fighter 

HO: Considering the PC's ç 

impussibile But with iois of magia 

Реті with an Advanced Graphi 

with higher capabilities than the Sia bow 

ТООМЬ RAM, we would be able to provide only hall of 
Madel 1's capabilities. But such à conhiguratron would allow 
ик Pun some converted Model 2 games accurately Don't 
forget That Model 3 con capable of 2.4 times more polygon: 


than Model 2, and considering the texture data and the 











PC WorldWide Soccer ‘97 will be playable over a local 
network. The translation of the Saturn controls to a 
four-button PC pad has caused problems, though 


1 is really four m 


1 mat e H ames 


» make exactly 
the ame games on PC 
Edge: Priva Fighter 2 wns al 60 ipe in is com-coo form, 
Presumably the PC version won't be able to match thi: 
HO: This is due io the imitations of the PC! bu 
PCs Data trom the VRAM to the main memory has 
through the PCI However, the bus s too smal! and is r 
directly related tà processor speed. The arrival al AGP 
[Advanced Graphics Port] will allow a laster flow ol data and 
а ips screen update. No matte: how powerful the video 
card ог processor, the PÛ e always the hmiting factor. That 
5 Why we are looking fo AGP War lolure developments and 
keeping an eye on board or chip vendors thal can us 


technology. Model 3 conversions will still be hard, though 


Edge: " M "ile i omit are to dil cult, 157 Ë xW t Dn bli iTi ihal 


єп пшр a y it Dig hrother!? 
Tiii ing Mine af (і Г. бей!!! cal WAÊ 
iiin, we want tó concentuate on adapting sotlware 
) 


intelligently for the PC market For example, we can develop 


the PC verama of Darlong wih more lracks and newer 


effects, We want out panies to be closer to other companies 


PC games and nol just stram conversions 
Edge: Are you targeting the Japanese market specifically? 
HO: No, each market has its Own characteristics. In the US, 
action and adventure games are populal, as well as 
wargames and flight simulators. Europe is slightly different 
there seems to be a tot of? КРО and adventure games. Gut il 
you look at the Japanese market, there аге по [нотите 
genres — there аге just simulations or adult software. It's à 
shame, bul These two tetves represent almost all of the 
lapanese PC market. Sega Enterprises, if it ii fo make à 
impact on the PC market, needs 10 change this situation, As 
in Europe of the US, different! gires should be aváaiahie. 
As you'd expect. Sega of Japan will be in charge ol the 
japanese market, bul some titles, like Virtua Fighter, Sega 
ally and Virtue! On, will be given à worldwide release On 
the other hand, зоте titles will be released only ii) specilic 
areas, like Bug Too nr Sonic Blast in the US. For japan; we 
wil telease tithes hike the Sakura Toisen screetsaver, 


which has been 4 great success for us,’ 
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SHINY THE WHOLLY DARK 


WITH A REPUTATION FOR IMBUING ITS GAMES WITH BLACK HUMOUR, SHINY ENTERTAINMENT HAS 


CARVED A UNIQUE NICHE FOR ITSELF IN THE INDUSTRY. EDGE VISITS THE CALIFORNIAN $ FICO TO 





DISCOVER WHAT IT'S PREPARING TO UNLEASH UPON THE WORLD NEXT... 
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highlighted by The dark environments bear an 
to the canned Scavenger title, Terminus (sec E34) 
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while before the processors can FEES DOO ne capabiliies of 
the engine The current lint is B 000 polygons per 
Character, but it depends oa how complex the shape mesh 
is. IF lL wanted to, | could include enough demi) to double 
hat number, bul theres no point ar the moment, as youd 
need an incredibly powetrtul processor 

Tite Scaleéability 15 the real beauty of the engine Ii 
lenresents nmrogrammimp AL its most g legant, its most 
Closest realtworld reiative would 


осеги and ta purest, lt 


he samething ike a ONA sirand BL nui 


Hicorporaling all the mathematical intonation needed to 


grow a complete being. The technique currently employed 


by programmers to croate 50 charachers ts akin to ignoring 


ihe DNA ты анолй te ишы every cell af 
ihe human body individually and then assemble them. The 
Sans Engine is an rovolitionary, in fact, thal Shiny is ШТ. 
Im the advanced stages of patenting if, in Ihe hope oi 


licensing it ló other companies. Quake 5, perhap 


Elsewhere in the... 
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The Wild 9 is Shiny's most troubled title, having lost 
| its way following upheavals within the design team 





Shiny Entertainment has so far managed to produce only hits in the four years since Dave 
Perry (centre back) left Virgin, and there's currently nothing to suggest that it won't continue | 
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WITHOUT ALL THE MEETINGS AND DIRECTIVES AND рш: 
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dark-hued humour (courtesy of the ‘torture’ weapon) 
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Edge visits Datel 





lot of people say, God, just what is the point 
of cheat cartridges — that just defeats the 
object,’ says Wayne Beckett, production 
development manager at Datel Game Products, For 16 





years this Stalfordshire-based manufacturer has been 
supplying videogamers with all manner of unofficial 
add-ons, some of which being specifically aimed at 
Allowing users to twist and shape their software 
collections on a whim. He's responding to allegations 
that cheating at games is inherently wrong, that they 
should be played the way that their manufacturers 
originally intended. “оц certainly be surprised at 
the amount of people who buy games, get them 
home and play them all the way through to the end 
using cheats straightaway. That's fine, but | wouldn't 
do it myself 

"The orginal philosophy, he continues, ‘was based 
around the fact that you'd be playing a game and get 
ta, say, level seven, and dié; you'd go back to the 


ame Products, a fiercely 
company at the cutting egde of videogaming gadgetry 





independent 


beginning and then get back to level seven and die again, 
and so on. And you get ted up with spending an hour 
getting to a point that you know you re going to really 
struggle with, 50 you get to that point, enable a cheat, 
get past it, then switch it off and carry on as normal. 

A fair point. Bul where Datel is concerned, that isn't 
the only point. 

"What people really like 15 what else we can do to 
games, explains Beckett. ‘| mean, everyone's played 
Super Mario 64 to death, but then you use our latest 
product and you get “Limbo Mario” mode, where he 
walks around іп. a limbo style, or “Can't be Flamin’ 
Arsed" mode — which we're still trying to get working 一 
which stops Mano's trousers catching on fire when he 
hits lava, or another mode which lets you walk up hills. 
it's all about adding an extra element to the game that 
wast t meant ta be there originally 

'Ws just like it was in the days of the SNES,’ 


continues Mark Wallace, Datel's product support 
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‘Our original N64 
memory pack, the 
Memory Card Plus, 
had four pages of 32K 
which you switched 
between manually,’ 
explains Wayne 
Beckett. ‘Then we 
discovered that 
Nintendo hadn't put a 





























32K limit on memory 
cards at all, and that's 
when we came up 
with “Linear Paging", 
which we've used in 


Product support manager Mark Wallace (left) and 
production development manager Wayne Beckett - who 
admits, 'To reverse engineer the N64 was a lot of work 


two new Versions, one 


with a 128K capacity 





[below] and one with 
512K [bottom].' 











manager, ‘with games like the oripinal version of products which make up Datel’s formidable range, was Pulling up the 
Street Fighter II, where you could change the colour made possible through reverse engineenng — a process N64’s memory manager 
of the chatacters’ clothes. And that's what we're which involves taking a machine from Nintendo, Sony screen, Beckett 
really concentrating on now — working on the really or Sega and getting under the bonnet 10 see whal | demonstrates; where 
clever cheats rather than simply giving you unlimited makes them tick. | once the memory card | 
lives аг whatever.’ 50 how 1s that done? showed 123 blocks, it 
The product which makes all this passible is the "| don't know how much | want to give away about now reads 998. 
latest in a long line of Action Replay devices from this,’ laughs Becken. 7 suppose that reverse ‘The irony is,” he 
Datel, The Nintendo 64 version, which, much like its engineering 15 more of an att than a science, really. We laughs, ‘we did it 
Super Nintendo forebear, sits between the base unit have a piece of equipment called а Logic Analyser, “wrong” first, and 
and ‘target’ cartridge, allowing the cade exchanged which runs at a really high speed, and it stores signals then everyone else 
between the two to be adapted in order to create 一 waveforms, etc = which we can then examine, If copied the “wrong” 
special effects something happens within ten microseconds, you're Ld way of doing it.’ 


Rather than being merely a 64bit version of à well 


Ino POGUE Wan no ا و‎ MOORE ES | suppose reverse engineering is more 
technology whichis 9 PAE? ENN Of an art than а science, really. it involve 
no doubt have delivered — the N64 Action Replay has many elements, including guesswo rk 


something else up its sleeve, as Beckett explains: “This 


version is unique in that it has a slot on the back 
which takes smart cards — much like those used with 
satellite television decoders. You can just slide. cards in 
and update the cheats. And there are û lot of different 
ways of doing this = we've got 'master cards’, for 
example, which upgrade the entire set of cheats in the 
AR, which we're going to be giving to distributors and 
some major retailers. The smart-card slot also 
functions às 4 camms link, which connects to a parallel 
port — you'll have à card attached to a cable = so that 
data can be downloaded from a PC.’ 


The N64 Action p.i, ,. 


demonstration of Datel's supreme understanding and 


а pertect 
2 : | | Datel's R&D department is its heart. It is from here, with 
mastery of cutting-edge videogame hardware. The high-end kit, that the company's successes are born 


unit's creation, and the creation of the many other 























N64 Shockwave 





Datel's new 
Shockwave add-on 
(below), emulates 
Nintendo's Jolt Pack 
and also has a 
one-megabit memory 
card feature on-board. 
it's most inventive 
feature, though, is its 
ability to give jolting 
sensations to non- 
jolt-Pack-compatible 
tithes, by piching up 
audio fram TV 
speakers. The device 
has eight modes of 
sensitivity in order to | 
fine tune it for the | 
best effect, and | 
works most effectively | 
with beat ‘em ups 











such as Wor Gods and 


Killer instinct, 
Retailing at £25, | 
the Shockwave | 






doesn't even require | 
external batteries. 

With the amount | 
of features it packs in | 
= and at such a 
reasonable price — it's 
set to become an 
essential N64 


gamer's companion, 
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e reverse en 
knew how i 


THE CHEAT FACTORY 


int going ta say, Hey, look, that's not working night 


you Can tao it, 50 you use the analyser, which runs at 


200MM, and it takes 4 Sample aver lime, which you 
an then look at arid say, "A-ha, at 1.2 microsecand: 
there's a glitch, and then you can go in and fix it. But 


it's а process involving all sorts of elements = there's 


guesswork involved, trial and error But this is like 
пути to expla how a car works there are 50 n any 
different parts to iW that l couldn't really begin to 
explain шү 

There is certainly something else going on. Talent 
and sheer dedication it would appear, DIST by Now 
quickly Datel s engineers wore able to get to Tee with 
Mtenda S wn piDpneerimg N64 hardware ace оп 

"Wa (e@yerse engineered the Jolt Pack in a ouple l 
days, we mare or less knew how the whole thing 


Worked belare ative: in fact. we invented this 
Prady: L And the Lineal Page memory corncent [FCE 
‘Linear paging], within ñ week. Certain things are 
Very intensive, Gul most of tus wis the work of ou 
design engineer, Roy, because there's a 101 of 
analogue stulf in here, апа thar was the hard bil to wet 
nent Nintendo's Jolt Pack is à very simple device, 
ere үш а moror with a little cam aon ir which spins 
around when it's told ta.’ 


Thè sensation Dates Veron (dubbed Ine 





e Jolt Pack in 


ineered t | 
a couple of days; we more or less 


worked before it arrived’ 





Shockwave) delwers during play certainly appears to 
emulate Nintendo s device perfectly = chiefly because 
in Tact ur 


the mato inside omg the work it same 


mode! as the one used by Nintendo, Typically ol Datel, 
though, ihe Shockwave does everything that could be 
asked of it as ‘merely a clone’ and other things 
Desides, Along with behaving as a one-mep-capacily 
memory card) it can be used то bring a vibrating 
sensation ta games other than those specifically 
programmed to use the feature A small microphone 
(similar to those used in mobile phones) situated in 
the front of the unit picks up audio signals from 
players speakers and translates them into ‘jolting’ 


data. An ingenious touch 


Datel is 


companys idea and improving upon it, but ironically 


is obviously capable of taking another 
the company ic in the unfortunate position of being 

simply пррес off by add-on manufacturers in the Рат 
East, resulting in potential losses in revenue that run 
inta millions of pounds each year 


TÉ you open up а Spook memory card you'll see 


about it the "wrong" way, ically bul 
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MD Mike Connors has been in the business since 1981, 
but hasn't lost his appetite: ‘I think we're pitting our wits 
against other companies, almost like it's a big game’ 





that F€ pst the <агпе Beckett "Ali 


š TTT баз А lg 
"e SHS. ‘Cove ats 


atten think ol ourselves as the “Taiwanese research 


ind development team’, because they don't need one 


I mean, why s hould they bothei even coming up with 


ideas for new products when they can just copy ours? 


There are lors of different ways of producing memory 


X ards, hut othe; Companies will LEST wail [0 ÊÊ how 


PUE d "E UM { h |! 1i 11 M In NGA i n IW 11 ( wy tor (1 We werni 


eyeryone went 


ahead and copied us. It's very irritating, but we pet 


ised to mt 


Cant anything be done about it 


"Ме | |. T h "n N Ë ñ A í i nr R emay LAJ A £ ` ya Ё y e XT Tola c уа 


product то design Tor us, and were not going то Lent 


that be copied,” Beckett responds, smiling. "We've built 


men rypt YT) SYSTEMS galore 


Like all of ,， 


beginnings are 


best UK success 
is managing director Mike 
Connors explains: |) had an electronics 


ores, Oates 
humble 


NOR TU 
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Hanley, selling bits and bobs of electronics. CB radi 


was big in 1979/80, and it was just dying and 


1 


Її 


computers happened — people were saying, Have y 
pol this? And I noticed that there were a co рте О! 
relnilers selling mail-order products for the Spectrum 


We used to try to buy products from companies like 


Fuller, and they just couldn t make enough 30 we 


thought hold.on, and we started to look а! what was 


obviously this growth area, which lasted through to 
about “Ва: 1t just boomed around us 
This oppartunist streak — born from Connors 


enthusiasm for invention which hasn't waned since 


= 


plastic casing designed and moulded at its own plant 








| THE CHEAT FACTORY 





One of Datel's unique aspects is its all-under-one-roof 
manufacturing facility, which incorporates unit-assembly 
lines (above) and the printing of product packaging (left) 


those first days of electronics tinkering (he 15 still 
essentially the chiet ideas man, even though he could 


be putting his feet up by now and letting his 


employees do all the legwork) — has seen Datel 
become а worldwide force in gaming peripherals. In 
fact, 115 penetration into the US and Japanese Markets 
accounts for around 90% of it sales. For a company 
whose turnover last year was $25n Wd 15 pred teg 
lo reach the S 3D0En mark thes уван it паг that Datel 


IS a big player in the thirdparly hardware market 
‘There aren't very Many UK COMPANIES selling IMO 
lapan like we do- LOnmors Says bul. our American 
success r$ more pleasing in some respects. Our U" 
distributor actually has its own manutacturing facility 
which is about a hundred times the sire of ours, with 


2,200 workers, and it's interesting thal they have 10 


‘We often think of ourselves as the 
| Taiwanese research and developmen 


l 
| 


— — rz: == د‎ 


The operation 


r —smw 


Datel's headquarters 
is a hive of activity, 
and contains just 
about every element 
which goes into the 
design and manufacture 
of its products. 

The operation 
includes an R&D 
facility (which 
includes a dedicated 
circuit-board design 
section), casing design 
(performed on ССІ 
kit), moulding 
equipment (both 
injection, for 
packaging. and plastic, 
for the actual product 
casings), unit- 
assembly lines, and 
printing and binding 
facilities for packaging 
and instructions. 

This setup gives 
Datel such an extreme 
level of flexibility that 
it can identify an 
opportunity in the 
market and get a 
product to the shelves 
in an amazingly short 
amount of time. 

The most 
important part of the 





| team”, because they don't need one' 


ATTI" prod tt from us. And what the V Huy from usis the 
high-end section of their range — the rest of what they 
do is mainly joypads — or "boxes with buttons on’, as 
we call them. W's pleasing, bul it doesn’t surprise me 
because what we do 15 reasanandly rare..." He thinks for 
а moment about this before quickly adding, "It doesn't 
make us great, though — outside of our sphere it's not 
а big deal. This kind af madesty seems to be typical ої 
the whale company, rom the MD to the RAD puys to 
the assembly-line workers, It is a refreshing attitude for 
an organisation thal is, in a sense, al the very forefront 
of videogame hardware development, and what E 


makes Datel one of the UK's preatest exports 





— = 


whole equation? 
R&D," believes Mike 
Connors, ‘Without R&D 
we'd be just like a 
Chinese company, 
although nowhere 
near as efficient.’ 
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cutting edge 


ver the past four years, the videogames industry has changed almost 

beyond recognition. With new platforms appearing and disappearing at a 
breathtaking rate, only one magazine has managed to keep up with the pace of 
change, analysing key technologies and predicting winners and losers with 
unrivalled accuracy. That magazine is Edge. 

Over the next ten pages, Edge takes a look at recent videogame history and 

picks out the defining moments, conflicts and technologies which have shaped 
the present and will no doubt influence the future... 





issue 0 


Did 1 really say that? 








FIFTY ISSUES ON THE CUTTING 


erhaps more than any other 


Р year, 1993 represented а 
crossroads for the videogames 
industry. The home-computer 
market was virtually dead, with 
both Atari and Commodore 
desperately knocking out updates 
of their once-solid STs and Amigas 
to a largely unimpressed public. 
They were not panicking alone, 
though - the end was also in sight 
for 16bit consoles. Everyone, it 
seemed, was looking for the next 
technological bandwagon to jump 





console or computer, it could 
provide the ultimate multimedia 
experience. At the time, however, 
many were sceptical, with its slow 
data-retrieval speed and lack of a 
writeable element most often cited 
as negative factors 


-— rather diit en dy disi pomas, 1993 did boast LucasArts’ 
Sam and Max Hit the Road (left), and 


| Crystal Dynamics fast, thoroughly challenging 300 racer, Crash 'n' Burn 


A rarely seen preview copy 


of Edge, which will no doubt 


tim up on ‘Antiques 


Roadshow’ irn û few years, 


put the S00 console on иҗ 


cover and speculated about 


plans for the Satum 


Sega 


on the opening news spread 


came under 


Psygnosis, too, 





scrutiny, 0s it prepared to 


enter the world of CD-ROM 


with its FMY-laden title 


Microcosm. Fire, meanwhile, 





both preparing to 


controller tor £ 200. People 
had mare money tham sense 


frankly disinterested public 


leud heben industry 
colin. dodge Commodore 
inflict new consoles on a 


released a specialist SF 
shelves began with a bitter 


back then, obviously 
The first Edge to hit the 


issue 1 


and Atari 
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Also of interest were Sega's 


plans for its own TV channel 


Epic failure 
The console wars which erupted in 
'93 were unique simply because 


everyone lost, Every major 
platform launched during this 
fraught 12 months was a dodo by 
the end of 34, 

First on this tragic list was 
Sega's Mega CD. Launched in 
April, it was essentially a CD-ROM 
unit that was slapped onto à Mega 
Drive, and for a long time its 
software catalogue consisted of 
Mega Drive-standard games with 
nice intros, CD music and a few 
ropey FMV sequences, Although 
decent software did come along in 
the shape g 
and Segé 
format 
for substandard inte 
like the god-awfulLJ 










But at lea 
remembered f uniike 
Commodore's CD3 orid's 
first 520! : 


fact t 
with „Я 

slapped a 

a pattern forming here?), the 
once-powerful company 
confidently predicted that it would 
ship 400,000 units across Europe 
by the end of January '94, At the 
same time, David Pleasance. 
then MD of Commodore UK, 
announced meekly, "We hope to 
take sales from the consoles, not 
from our own flagship machine.’ 
As it happens, he needn't have 
worried about the latter. 

And then there was the CD-i, 
which Philips envisaged as a 
complete multimedia platform. 
The first machine was launched in 
1991 as a combined audio, video 
and game CD player. Although 
there were around 85 titles 
available, most were tired 
edutainment and multimedia 
encyclopedia affairs, and at around 
£500 the whole thing was too 
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Ihe Jaguar, bul moved ax 


quickly as possible оп to 






early speculation about a 





Nintendo “super-machine , 


due cut m 1995, Meanwhile, 
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booted by a fise in interest 


in FMV, Phiips announced a 


Digital Video add-on for its 





CD-i and a sequel to the 


dodgy 


machines "killer app’ 


witeractme movie Voyeur 


Slightly more impressive, 


however, was Midge Racers 





dominance of the 5151 


АММА show. 






Issue 3 
In the opening news spread, 
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years in the ME Of... 


E3 examined the strangely 


low-key US 300 launch, 


ny stores 


mua 


тїп that 


hadn't ewer heard of the 


machine, while others had 


nu pount-nl-sàle maternal or 


demonstration machines 


Atari, weve’, wat 


determmed to draw attention 


to its agua’ console and 





proudly announced the 


machine's opening soltware 


expensive for a public unsure 
about what multimedia was, and 
even more unsure about whether 
it actually gave a toss. Although a 
sleeker version was released in 
Autumn ‘93, and a DV cart 
allowing FMV playback followed 
later, the machine never really 
stood a chance. 


Don't believe the hype 
The CD-i's demise should have 
provided a clear message that 
calling a console a 'family 
multimedia entertainment unit’ 
and then charging E500 for it was 
tantamount to commercial suicice 








compu and 
they ed to 
pay SNES 
was d d that 
had di 

Unt e 
was ignore ally by 


ex-EA chairmang 
who announc 
at the June 
dream w e, yes, a family 
multimedia entertainment unit at a 
price of around E500. However, 
this would be no ordinary console, 
but rather a set of technical specs 

vailable to anyone who wanted to 
make their own unit, 

Amidst the hype, though, 
industry pundits were already 
beginning to suspect something 
was up. Hawkins claimed the unit 
was 50 times faster than 16611 
consoles, whereas the specs hinted 
at just three or four times. Hawkins 
claimed that 300 developers had 
signed up to work on 3DO games, 
but wasnt this only because it 
cost just a few hundred dollars to 
sign up, and there was no 
Nintendo-esque quality control? 

Whatever the case, Panasonic's 
3DO console — the FZ-1 - hit US 
shelves on October 4, packaged 
with a 3DO demo disc, Kodak 
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and the delay to the launch 


of the Jaguar. On the 


FIFTY ISSUES ON THE 


CUTTING EDGE 






'ough the Amiga CD32 and the CD-i both fought hard for 
Although the Amiga CD32 (left) and the CD-i both fought hard fo 
successful. Commodore's days as a key player were, sadly, numbered 


Photo disc and a copy of Crystal 
Dynamics tic 








racing | (8/10, 
E3). | ] Bs on or 
two machines anc it that 
many of those d just 
days later by gamers 
expecting a lo first 


A brie] 


console and the beginning of a 
new era. Unfortunately, although 
the machine did have some great 
custom technology, most of it was 
of 32bit or 16bit standard, 
incapable of supporting the 64bit 
CPU, It did at least manage a 
respectable retail roll out: 40,000 
units shipped to stores in the US, 
and most were sold in days 
However, Atari later eerily 
predicted its machine's downfall. 
‘We've been insistent that the first 
Jaguar games that are being 
developed will show off its full 
potential,’ boasted Richard 
Millar, VP of engineering at Atari. 


Trevor McFur in Crescent Galaxy, a 


launch title, received 4/10 in E5 


Disaster genre 
The main problem with the early 
CD-ROM consoles was that they 
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Section and lurve urmau 





al 


technie 


conceming its 





weren't powerful enough to 
process 3D graphics data in 
realtime. Howeever, developers 
were desperate to use this shiny 
new technology, so they stored 
masses of prerendered visuals on 
the CD and streamed it off in 
sections, thus creating the 
‘interactive movie’ genre — the 
disaster of 1993 

Cue dozens of games which 
were little more than short, fuzzy 
films with one or two points where 
players could decide where to go 
next. FMV was even hailed by 
some as the future of interactive 
entertainment, which most gamers 
found hard to stomach, Return to 
Zork, Night Trap, Mad Dog McCree 
and The Seventh Guest were all 
pitiful examples of a genre which 
thankfully soon ran out of steam. 


Key games of 1993 
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ISSUE 6 


994° Winter CES opened 


Did I really say that? 


the nêwî section and was 


notable only For the general 


unwillingness of Sony, Sega 


and Nintendo to talk about 


their forthcoming machines 


However, Sony did reveal 


details of the PlayStation to 


a group of Butsh videogame 


developers, who, respectful 


of the ster NDAs they had 





signed, immediately got on 


FIFTY ISSUES ON THE CUTTING 


the phone and told everyone 


1 99 


ТҮ) hereas 1993 was a year of 

| fervent activity, 1994 was 
characterised by anticipation and 
conjecture. Nintendo, Sega and 
Sony had all revealed that they 
were developing new consoles, 
but it would be at least a year 
before they appeared. Gamers 
were left with the choice of 
waiting indefinitely or opting for 
what was already available. 
However, as the year drew on, 
more and more scintillating details 
came to light about these 






videogame community. 

In hindsight, though, it was 
perhaps Sony's single-minded 
determination to launch the 
PlayStation correctly that really 
stood out. The company’s first 
decision was almost certainly the 


issue B 
The May "94 issue of Edge 


about the machine s amazing 
realtume dinosaur demo and 


ity. revolutionary custom 
Mars project, Sony sending 
eut PlayStation dev kits to 
dropping the price of its 
already unhealthy-looking 


kaw Sega announcing qs 


graphics hardware 
avid soficos and 300 





4 


console to $499. Atari, 


however, released the 


most important: to market the 
product as a games machine 
rather than a multimedia hybrid. 

Sony then set about building a 
network of software contacts 
which could make up for its 
comparative lack of in-house 
talent. A key early ally was arcade 
giant Namco, which converted its 
brilliant arcade title, Ridge Racer, 
to the format. Sony now had its 
killer app 

A key element of Sony's 
success was undoubtedly its 
support of developers — 
PlayStation designer Ken Kutaragi 
personally saw Namco through the 
conversion prag i 






technical asp machine 
And this wa ed 
Itation 


incident. f 


f^ 


To understand what's 
going on takes ages 
1994 was the year when Sega 
managed to confuse everyone with 
a nightmarish multiple-platiorm 
release schedule, The company 
announced that it was developing 
two next-gen consoles — the CD- 
ROM-based Saturn and a cartridge 
equivalent known as Jupiter, Many 
thought that Sega had been forced 
to Upgrade the power of Saturn to 
match the PlayStation and was 
therefore marketing the latter as a 
low-cost alternative. But the 
company soon realised the folly of 
releasing two versions of the same 
thing, and Jupiter was canned. 
However, on March 14 the 
company announced that Jupiter 
was now to be called Mars and 
would take the form of a 32bit 
upgrade to the Mega Drive, slightly 


journalisrié econamy, 
a 


incidentally, a COS? leature 
hit the nail on the head with 
heterogeneous operating 


prowing that it could ar least 


brilliant fempest 2000, 
entitled “Too lithe too late" 
its first laus wards. Naw, 
ES lent its cover to Tao: 


get ane thing right 
Issue 9 


mara 


iystem which promised to 


miet-platonn 


ria Wee 


incompatibility a thing of the 






past belore promptly 


disappearing without a trace 
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Sega uncovered 


Meanwhile 


а mock-up of the Satum and 


Sony began revealing PSX 





io š fsvenous 


demos 


The 


lapanese TV audience 


spring 84 ECTS could 


беи à 


manage however, Wat A 


coin-op demo of Rise of fhe 





Robots, proving the event 


was doomed way balore "i 
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Issue 11 


The first truly comprehensive 


lock at Sony's PlayStatuini 


s month 


rubbed pages th 


Tokyo Toy Show 


wiltl a 


report dominated by the 


Saturn 


recently redesigned 


German of opening games 


OU c مع‎ mo 


чти 


===. 


Virtue Fighter, Саро and 


11 
Mii 


ж= 


Panzer Dragoon were 





pimitive but impressive. 





Elsewhere, NEC revealed à 





&uccessor to the PC Engine 


and a new 


named PC FX, 


less powerful than the Saturn but 
based on the same two-chip CPU 
setup. Mars was to be completely 
incompatible with both machines. 

Sega contused gamers even 
further by giving Mars the name 
Genesis Super 32X in the US and 
calling it Mega Drive 32 in the UK. 
А Japanese launch was not 
expected due to the Mega Drive's 
tiny market share there, but it was 
finally announced that it would be 
launched, bizarrely, two weeks 
after the Saturn 

Somehow, in the midst of all 
this, the company also managed to 
update the Saturn and show it off 

; seres of 

In this 
Panzer 










Dre ight 

th but 
wo the face 
of the ony? 
Home-pe 

Althougn th significant 


internal g between the 
PlaySt aturn (the former 
was a powerful polygon pusher, 
whereas the latter boasted strong 
2D abilities), both were clearly 
very capable formats. So capable, 
in fact, that the huge gap which 
had always existed between home 
consoles and arcade cCoIin-ops 
seemed to be diminishing. 

Sega and Namco were not 
worried about their valuable 
arcade market, however, because 
both were working on more 
advanced technology — namely 
Model 2 and System 22. Instead, 
they used the power of the 32bit 
machines in cheap arcade boards: 
Namco's System 11 and Sega's 
ST-V (originally known as Titan) 

This was a key event in the 
history of videogaming — it meant 
that for the first time, truly arcade- 
quality games would find their way 
to home consoles because, 
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essentially, they were developed 
on consoles, !t À beginning 
of a cross-fer ocess 

which has & markets 
ever since 








disinterest, even 
like Mario Bros Jo Tennis 
and Telero Boxing all looked 
appallingly retro and hardly used 
the machine's unusual 3D 
capabilities. Worse still, Project 
Reality — the technology created 
with Silicon Graphics — was not 
getting the hoped-for recognition. 
When two arcade games 
employing the system — Cruis'n 
USA and Killer Instinct - were 
revealed, many felt that they 
looked great but were totally 
derivative in terms of gameplay. 


3D for PC 

Things were still quiet on the PC 
front, but the machine was 
beginning to claw its way into the 
brave new world of 3D. Argonaut, 
RenderMorphics and Criterion all 
developed APIs designed to help 


PC programmers create 3D games, 


3D Labs launched the first major 
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new Neo-Geo 


D console, 


due fora UK launch later in 





3D graphics accelerator, GLINT, 
and Intel's Pentium was imminent 


The next generation begins... 
The Saturn launched in Japan on 
November 22. 200,000 machines 
sold out almost immediately and 
the launch was hailed as the most 
important hardware rollout in the 
history of videogames. Several 
days later, on December 3, the 
launch of the PlayStation was met 
with slightly less euphoria but still 
managed to attract huge queues. 
However, despite its higher 
price (¥48,800 compared to 
¥37,000) and a less convincing 
killer app (Virtua Fighter vs Ridge 
Racer), the Saturn seemed to have 
won the first round in a battle which 


would last the next two years » 


Key games of '94 
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E ven in its opening weeks, 
1995 looked like becoming a 
renaissance year for the 
videogames industry. The 
PlayStation and Saturn were both 
performing well in Japan, and 
there were other intriguing 
hardware developments on the 
way which had the potential to 
precipitate another leap in 
technology, just two years after 
the arrival of 32bit. 1994 was 
beginning to look like a quiet 12 
months in comparison. 









DOS software. Windows 95 did 
away with all this, allowing games 
to run much faster. 

Microsoft also introduced its 
DirectX series of APIs, specifically 
designed to help developers 
create 3D games for the PC. The 
most vital element of all this was 
Direct3D, a powerful realtime 
graphics API which allowed game 
designers easy access to the 
attributes of any 3D accelerator 
card which supported the 
Microsoft initiative. 

Several companies announced 
their own combined 20/30 
accelerators, including nVidia, 53, 
rtunately 
3Dfx also 








cupied revea D 
y, Sega chips of which offering 
boked the p erformance 





crosoft The gloves a 
GUI was the Sony b Ek orm, 
criticism, i} improved the with inden 






lot of tng : 
Pe importantly, 
Windows 95 opened up the whole 
of the PC's memory to games. In 
the past, 32bit DOS titles like 
Doom and Flight Unlimited had to 
run through a DOS Xtender, which 
had to root about for extra 
memory not usually accessible to 





00,000 
Sega, however, boasting Virtua 
Fighter and little else, managed to 
get the Saturn into 500,000 
homes. But by Spring, the balance 
of power had shifted. The Saturn 
conversion of Daytona USA was 
receiving mediocre reviews, and 
thirdparty developers were 

finding it hard to get to grips 

with the machine, while Sony 
revealed a stunning Namco 
conversion of Tekken. 

As a result, Sega decided to 
bring forward its US Saturn launch 
from September to May. Naturally, 
the units shifted like hot cakes, 
but there was little software and 
many developers were angry that 
they had been left out of the 
launch frenzy, Again Sony had the 
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upper hand, revealing crowd- 
pleasers like Wipeout and 
Destruction Derby 


Se 
a 
Saturn. The latter is perhaps yet to be surpassed as a racing gam 
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. | May's ES event m Los 


Angeles was more notable 


for what went on before it 


than anything that actually 


happened during it, As 


revealed in E23, Sega chose 


May 10 to launch the Saturn 


in the US, and Trip Hawkins 


decided on the same day to 


show off the M2 hardware in 


а hotel hall a mile away 





hom the show. However, 


was on hand to wax lyrical 


Sega jumped the gun once 
more in July, launching the Saturn 
in Europe two months early. Again, 
the machine duly sold out, even if 
its arrival was marred by a terrible 
PAL conversion of Daytona, with 
extraordinarily large borders. Sony 
responded with immensely 
successful US and European 
PlayStation rollouts. 

Unfortunately for Sega, the 
PlayStation was going from 
strength to strength. Although 
Sega was far from beaten - Virtua 
Fighter Remix, Virtua Cop and 
Panzer Dragoon would all turn 





would slip were first aroused when 
the Dream Team of developers 
was announced but no hardware 
specs were allowed to slip out. A 
few weeks later, a developer 
unable to maintain the silence any 
longer told the world that no one 
had official Ultra 64 (the project's 
moniker at the time) development 
kits; they all had emulation 
software running on Onyx 
workstations. This was around 
eight months before the supposed 
launch. Something was amiss. 
Nintendo didn't seem to think 
so, though. In Spring, the company 
announced a US and Japanese 
launch date of November 21, even 
though NCL software had not been 
revealed and thirdparties had only 
just managed too get their hands 
on real dev machines. Finally, The 
Wall Street Journal, of all things, 
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tough time with its own 
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6ábi! technology 
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to gi cs 
additi se the 


system, explained 


powe 
МОА coln, who 
a few assured 


Edge IF uld be 
out on time, Later, se 
newspapers, Nippo 





hat t 


which 1 
around September and a European 
rollout in 1997, Suddenly, the 
32bit formats had lots of free time 
to establish themselves. 

Nintendo did at least show a 
finished machine in May and 
promised that there would be ten 
playable demos and 100 machines 
at the Shoshinkai show in 
November. When the long-awaited 
event arrived, however, these 
playable demos were withdrawn, 
leaving a lonely but brilliant Super 
Mario 64 to hold the fort. At least 
a final Japanese launch date was 
revealed: April 21, 1996. 

Incredibly, despite the delays 
and obsessive secrecy, Nintendo 
managed to keep the videogames 
world entranced. It also assembled 
a fine collection of thirdparty 
developers. The scene was set for 
a monumental launch. 
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month's mane, with brilliant 


M2, where are you? 
Throughout ‘94, Trip Hawkins and 
co evangelised 3DO's 64bit 
sequel, M2. The specs looked 
impressive, the demos looked 
passable, and, perhaps most 
importantly, the console was 
intended to be backwardly 
compatible with the current 3DO. 
Then, late in the year, the 
technology was sold for $100m to 
Matsushita, which almost certainly 
intended to abandon plans tor 
3DO compatibility. This was the 
final slap in the face for 3DO 
purchasers, who had been told 
that they were buying the VHS of 
videogaming. Imagine their 
surprise when they found out it 
was actually more akin to a 
faur-track cartridge player. 


Key games of 1995 
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1 996 was perhaps the 
healthiest 12 months for the 
videogames industry since the 
golden days of the SNES and Mega 
Drive. The Saturn and PlayStation 
were selling well — especially 
during the first half of the year, 
when they more or less had the 
console industry to themselves — 
and the N64's brilliance was 
gradually becoming obvious, But it 
was also а year which saw the PC 
develop in two areas: 3D graphics 
acceleration and online gaming. 








But all these quibbies faded 
away when gamers discovered 
Super Mario 64. Nintendo had 
promised one of the best games 
ever, and it was right. Unspeakably 
beautiful locations, cartoon-like 
animation, hours of gameplay 一 
this was not so much a game as a 
defining moment in videogames 
history. In the '70s there was 
Pong, іп the "BOs Pac-Man. The 
'90s have Mario 64. End of story. 


Look back in languor 
Amazingly, considering that 
gamers now had access to the 
likes of Mario 64, Quake and 
Resident Evil, aming fad 







mainstream, It 
Шу kicked off 


There the t rst of its 
support, tive nd 
irmed for rea rs wit 
— one af the bsition 

е chess title, and 







cartridge format 
| AM space and 
unpopular with developers. Of 
course, there was the promise of 
the Bulky Drive, a 54Mb storage 
device designed to slot beneath 
the N64, but many regarded this 
as Nintendo's 32X — a desperate 
attempt to keep up with the times. 





and a host of other collections of 
ancient games ported over to the 
PlayStation and Saturn. Meanwhile, 
C64 and Spectrum emulators were 
cropping up all over the Internet, 
promising true Bbit performance 
on a Pentium (perhaps not what 
Intel had in mind when it designed 
the powerful chipset), Even the 
British Film institute began 
building a library of classic games. 
"Why is this happening?’ was 
the question resounding around 
the industry. One possible 
answer was that people yearned 
to return to a time when 
gameplay, not realtime lighting 
or bilinear filtered textures, was 
the central concern of developers. 
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Super Mario 64 and Quake were revolutionary and inspirational in 
ry different vere: tos Mau PM e sense of innocence and fun 
into videogames. The latter let players blow opponent's limbs off 


it could also have been pure 
nostalgia — the same nostalgia 
that makes grown men buy 
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issue 35 


After the previous month 5 


unabashed endorsement ol 


Mario 54 and PilorWings 64, 
the hugely positive reviews 


in E35 were mevitable, As 


lar news, the N&4's launch 


in Japan led the wey, 


followed by Sega's босап 


to neveal pear arcade-perfect 





Saturn versions of Fighting 


Vipers and Virtua Cop 2 at 





the Tokyo Joy Show, Later, 


tumours indicated that MJ 


Scalextric sets and plastic models 
of Spitfires... 


This is a Quakeworld 
During 1996, Quake took on a 
degree of significance which 
stretched way beyond its status as 
a videogame. Even though it was 
an impressive product in its own 
right, with some brilliantly 
constructed locations, gory new 
weapons (the nail gun will never 
be usurped as the firstperson 
shoot 'em up weapon) and 
monsters which seemed to have 
leaked directly from the 
subconscious of Clive Barker, it 
berience 





that 

ma the 

De dasa 
de rip on 
the Aly 

bega ; ground 
to a ha Prkers 
feverishly bl other to 
pieces wit aunchers, 


announced its idea for 
Quakeworld, a worldwide linkup 
of servers running the game. 

People lost days of their lives 
to eightplayer frag sessions, 
hundreds of fan websites were set 
up, and there was barely a 
development studio in the world 
which didn't have the game on its 
network, ready to kick off at 
lunchtime every day. If Mario 64 
was the god of gaming for 1996, 
Quake was the devil, sucking 
people into a zombie-like 
existences of endless slaughter, 
Roll on Quoke 2... 


Cabinets of curiosity 
Although elaborate coin-op 
cabinets have always been a 
popular way of getting punters to 
part with their money, 1996 saw 
more than ever flood into arcades 
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coin-op distributors, The 


FIFTY ISSUES ON THE 












"95 with Air C player 
sits in cackg Dine Racer 
(player st is), followed 
in "96 -ycle (player sits 
on fly oe Surfer 
(sno acer 2 
(ski oined 
in v ouches 
awk Hang 
Pilo 


ouches 
awkwardly or sits on jetski, 
depending on haw he feels). 
Although these novelty 
cabinets looked impressive and 
offered an immersive experience, 
they raised questions about 
whether arcades were turning into 
glorified fun fairs, offering rides 
rather than games. Given the 
continued interest in Namco's 
System 11 and Sega's Model 2 
games, this now looks unlikely. 


To be 3D 

By 1996, there were really only 
two chipsets in the battle to 
dominate the PC 3D accelerator 
market: PowerVR and 3Dfx, The 
former offered proprietary hidden 
surface removal, 800x600 visuals 
and 4Mb of SDRAM which could 
be used solely for texture 
manipulation, The latter boasted 
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graphics engine in E40, 


CUTTING EDGE 


which cruelly whetted 





bilinear filtering, DOS compatibility 
and ease of use for developers = 
which was probably what really 
gave it the advantage. However, 
most game publishers decided not 
to try and exploit each card, but to 
back Direct3D instead, which is 
supported by both chipsets. 
Thanks again, Bill... 


And finally... 

Sony hands programming back to 
the bedroom amateurs with its Net 
Yaroze. Sega touts Model 3 and 
Virtua Fighter 3 to a flabbergasted 
videogames world. Konami takes 
on Sega and Namco with a 
marvellous new high-end arcade 
board. Atari finally disappears 
down the pan. M2 15 completed 
and ready for launch. 


Key games of 1996 








gamers appetites with mews 
a programmable PlayStation 
armed at the bedroom coder 
- and the UK launch of PC 
3D cards using the Voodoo 
and PowerVW chipsets. The 
days af 12 frames à second 


that the console would be 
Japanese launch of Yaraze = 


able ta display 500 000 
textured polys per second 
Also interesting was the 


were over, 


















issue 41 


Nintendo's eighth 5hashinkai 


Exhibition was short on new 


games but did boast a near- 


complete 6400 peripheral, 


in a glass boa. With no 


software Playable demos of 


Marin Karî and Stor Fox 64 


stopped mos! attendees 


from feeling ton dejected 


More exciting, perhaps, were 


Did | really say that? 


rumeurs about sequels to 





ihe PlayStation and Saturn, 


as well as a brie! glimpse of 


FIFTY ISSUES ON THE CUTTING EDGE 


1495.9 7 


S о far, 1997, like '86, has 

@ been a year of stable growth 
for the industry. There are now 
four excellent gaming platforms - 
PlayStation, PC, Saturn and N64 - 
each of which with its own unique 
attributes and plenty of triple-A 
titles in the pipeline. Apart from 
the M2 debacle, the emphasis in 
1997 has been very much on 
software rather than hardware, 
allowing developers to truly push 
back the boundaries of the two- 
year-old 32bit consoles. Which 

: ; 2 what 

з the N64 











Е 








processo | 
the first in wi ike 
ries of 
C. The chip 


Ded cache and 57 
new instructions developed 
specifically to enhance graphics, 
audio and video performance. 
Although developers have been 
ambivalent about the chip, others 
have used the technology to great 
effect, including Epic Megagames 
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launch of the N64 were no 


douk shocked to learn thal 


in its firstperson shooter, Unreal, 
and UBI Soft in the sci-fi racing 
game, Pod. 

However, in April, news that 
Intel was to launch its Pentium Il 
processor in autumn meant that 
the Pentium 200MMX faced 
obsolescence before it had even 
got a foot in the door. PII, which 
appears in a new cartridge format 
and will require PC manufacturers 
to alter the design of their 
motherboards, is due to premiére 
in 233MHz, 266MHz and 300MHz 
versions. Of most interest to 
gamers, however, was the news 
that a later version of the machine 
wo 
nev 
spei 
between the gr 
processor itse 











well end wit ordinarily 
fast and pc ЗМНЕ PII 
machine e PC. Start 


another year of confusion and 
perplexity, as two major deals 
involving the company fell apart. 
The first was a proposed merger 
with Japanese toy giant Bandai - 
responsible, of course, for that 
curse of Saturday morning TV, 'The 
Power Rangers'. The arrangement, 
which was due to come into effect 
this October, was officially 
dissolved because Bandai middle- 
managers felt that their company's 
way of doing things would be 
compromised. However, others 
reckoned the success of Bandai's 
Tamagotchi meant that the toy 
firm no longer needed Sega. 

Then, in July, came the news 
that Sega had abandoned an 
agreement with 3Dfx to produce 
3D graphics hardware for Saturn 2. 
This had everyone even more 
puzzled, including 3Dfx — the firm 
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receptive crowd at CeBit hit 


the news this month, as did 


more embryonic rumours 


about Saturn 2. Flsewhere, 


the "97 ADU show provided 


plenty of intrigue, most of it 


revolving around Konami and 


an excellent new arcade 





Back in 


board named Cobra, 


the west, the NSA finally 


armed in Вена at E249 and 


Edge got drunk at the launch 


party along woh several 


EDGE OCTOBER 1997 


"stars of ‘EastEnders’, And 


Bob Monkhouse 
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ISSUE 46 


E46 saw the controversy 


surrounding Saturn 2 


supposedly coming to an 


end as 3XDfx's involvement in 


the project was discovered 


Also, PC giant Intel jumped 


on Microsoft's arcade 


bandwagon, presenting its 


Open Arcade Architecture to 


A ready and willing PC 





development communi 





The coin-op indusiry would 


never be the same again. As 


had thought its agreement with 
Sega was a done deal. 

Whatever the case, exciting 
news of Saturn 2 had better turn 
up soon — there are definite signs 
that the original is losing its hard- 
fought battle with the PlayStation. 
In Japan the machine may still be 
doing well, but in the West it is 
being dramatically outsold by 
Sony's console. Now few 
developers are even considering 
producing games for the Sega 
platform, and with uncertainty and 
confusion surrounding the sequel, 
it could be that Sega's position in 
the home market is floundering 
however, 










still Sega to 
sur 

G ade 
198 crosoft 


another We 

technology. | ith Intel 
the comp d its Open 
Arcade A = а PC arcade 


machig bn a PII processor 
and running an unmodified version 
of Windows 95. Together, the two 
PC leviathans spent the early part 
of the year courting softcos 
throughout the world, tempting 
them to develop for the platform 
with tales of untold new profit 
potential. Consequently, by July 
around 50 companies had signed 
up to join the OAA forum, 
including software houses, 3D 
graphics-chip manufacturers and 
coin-op cabinet makers, But can 
PC developers create arcade 
games capable of competing with 
the output of Sega, Konami, 
Capcom et al? The jury is still out. 
Nevertheless, this is a truly 
extraordinary and exciting 
development. Sixteen linked PCs 
running Quake Deathmatch on 
40-inch screens may be what it 
takes to attract pasty-faced PC 


Fox 64 and Peter Molyneuxs 
Alter a whole year of leaked 
news that Matsushita had 
finally ditched MZ, without 
ever presenting a mock-up 


revealed the near-inevilable 


lor soltware, (55 Pro, Stor 
lang overdue Dungeon 
Keeper all attracted praise 
tech specs and promising 
soltware demos, E47 


гч 
ч 
ш 
= 
ш 
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of the machine. In à similarly 


downbeat vein, Edge also 


FIFTY ISSUES ON THE CUTTING EDGE 





The battle for domination of the PC 3D accelerator market was well 


underway at the start of the 


gamers out of their homes and 
into 
inig 







Secret tech 
But big comp 
Microsoft ar 


ntel and 
niy industry 


players ma! ological 
leaps. An cer, for 

ехатрі using ellipsoids 
in his years, and 

Ecsta ed just how 


could be. Meanwhile, in March, 
Norwegian developer Innerloop 
revealed its IFS system = à 
complex algorithm-intensive 
engine designed to make objects 
more and more detailed as the 
player approaches, and to make 
landscapes flow seamlessly. Shiny, 
tao, 15 working with some amazing 
tessellation techniques in Messiah 
- Dave Perry even claims that they 
have models of 180,000 polygons 
scaling in realtime. 

The general consensus seems 
to be that the key to 3D in the 
future will be storing objects as 
textures and parameters in 
mathematical form rather than as 
archaic polygon models. John 
Carmack is already planning to 
implement brand-new techniques 
like these as soon as Quake 2 is 
out of the way. So, will current 


ga s 


dixrissal o! XDfza as à part 


54 


reported on the breakdown 
the lattara miidle-managers 
The opening spread ol the 


reportedly brought about by 
wes sel to go ahead, even il 
it was to be in decidedly 


of the Sega/Bandai merger 
getting skittish, At least ES 


unglamorous Atlanta 
Фон Edge dealt with 


issue 49 


Blade Funnel 





ol the Saturn 2 project. No 








ar. 3Dfx's Voodoo above 
| PowerVR ээн ا‎ 3s 


may still come 


wonders like Super Mario 64 and 
Quake soon look clunky and slow? 
Of course. Edge can guarantee it. 


And finally... 
Turok, J-League and GoldenEye 
put paid to the myth that there 
will be no brilliant thirdparty N64 
games. Videologic introduces PCX2 
- the next wave of 3D acceleration 
or a hasty rethink after the 
company accidentally forgot to put 
bi-linear filtering in its first 
product? M2 is finally scrapped 
No one is surprised, Jon Romero 
leaves id Software and sets up lon 
torm. Konami introduces its Cobra 
board and a new racing game so 
realistic it makes Scud Race look 


like Pole Position. The old Ф 


arcade master 15 баск 
Key games of 1997 
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With the subtitle 'Dance of the Neo Momoyama Shogunate', the N64 version of Goemon nails its 
distinctly odd colours to the mast right from the offset. Unfortunately it was just this sort of 
‘weirdness’ that caused the western translation of the first SNES game to fail in western markets 


L] 









it 50 mary previously Nintendo-only tities sate from harm and free to stock up on health and 

packing their bags and heading for the armour, pius arcade levels replete with monsters, traps 

FMV-friendly lands of the PlayStation, it's and end-of-level bosses. Of course, this being Goemon, 
somewhat comforting (not least to Nintendo itself the whole affair is permeated with a sense of the absurd 
presumably) to see an important developer like Konami that only the creators of Parodius could engines 
remaining firmly on board, The firm has not only Ishikawa Goemon may have been an actual person 一 he 


fr 


dedicated an immense amount of time and effort tc had legendary status thrust upon him in the 1500s when 
continuing its Goeman series on the N&4, Dut it 15 50 ne composed a poem Deore Deing executed in a pot of 


proud of this new é4bit ‘mystical ninja’ that it has dropped boiling oil — but it’s doubtful that he was accompanied on 
its numerical suffix, severing the ties with Its Super his adventures by demon kites, half-naked, potbellied 


Famicom predecessors and heralding a new 3D era for EXECUTES. and a giant mobile suit version of himself 
Ë JM U = 


This giant UFO catcher (used to b the spiky-haired thief and his bizarre entourage nitially, though, it seems that Konami's programmers 
Ebisumaru's camera power-up) is. Even if the game, predictably, now boasts a have bitten off more than they can chew in try 

typical of Goemon's inventiveness free-roaming Super Mario é4-style world, the traditiona transform such a rich world into 3D. Although Edo-period 
Goemon format remains, This s an action-RPG featuring lapan has been lovingly recreated, with a fine eye for 


story-advancing towns and Villages where the piayer 15 historical detall and some tremendous texture work or 


r] Ге | I n 
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The N64's tell-tale fogging ability is used to great effect in Goemon (left) and isn't simply employed to cover 
up scenery pop-up which, fortunately, is minimal. Like Star Fox 64, the cut scenes use realtime graphics 
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Although it tries hard, the game camera can hinder 
combat to the point where it becomes hit and miss 








show, frame rates vary wildly and graphical giitcnes 


abound. If à village inhabitant is untortunare enough то 


stray too near to the camera, for example, he's likely to 


disintegrate into a mess af polygons, and what seem like 
Mid walls often degrade to reveal tne landscape beyond 
rhe camera, too; can cause its fair share of problems 
In Mario, adjusting the camera is fundamental to 
negotiating the landscape, oul in Goermar It 15 given 
SOME 56 ondary Status. At Its default Setting, 1 
n directly bennad the player, But It 


tB rema 


lays tres 


takes 50 long to do 50 that it 5 ofterr.a case of stopping 
ind waiting for the viewpoint to 


possible to gauge the next 


little bit frustrating as it's possible 


atch up so that its 
imp. This can be more than a 


to be attacked trom 


behind at any time by a roaming nasty that the player had 
no way of knowing was there. Although not an 
insurmountable problem, it certainly removes some of the 
sheen from what should De a triple-A product trom a 


respected developer 

But if Goemoen (5 a little rough around the edges 
compared to Nintendo s best, the scales are more than 
tipped In its favaut 


typified the series. Like its predecessors, the design О! 


by the imagination which has always 


Hashes of sheer Dprilliance, At one 


Goemon 63 exhibit: 


point, for example, the player battles a giant spinning top 


Publisher 
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One thing Goemon can't be accused of is looking shodd 


. Feudal 
Japan has been lovingly recreated, with excellent use of textures 





on the back of a flying Chinese dragon. Another scene 
has a tiny, shrunken Ebisumaru (Goemon's decidedly 
stupid sidekick) frantically running around in a cupboard, 
collecting sweets and trying to avoid the gaze of a giant 
who, every so often, opens the door and scatters 
dynamite around if he spots the miniature intruder. Such 
gems maintain the urge to see what oddity is around the 
next corner 

Although the pop-meets-Kabuki soundtrack is unlikely 
to be appreciated by most Western gamers, it's more than 
mere padding. Goemon's celebrated poem is 
incarporated into the lyrics of the intro track, and the 
'Goemon Impact' theme, a perfect tribute to 19705 
giant-robot anime, is an ideal accompaniment to the 
self-parodying nature ol the game 

Without an English translation, it's hard to recommend 
Goemon to anyone but die-hard import fans. It hasn't 
been designed with foreign players in mind, and its jokes, 
cultural references and Japanese text make It a triai-and- 
error affair — although far from impossible. But as the 
tnirdparty N54 game yet, It 5 an Important release 


bigges 
for the machine in Japan, and Konami should think 


hard before denying Western gamers its charms. 


Edge rating: 


Eight out of ten 





Subgames range from the relatively normal boxing-style combat of the Goemon Impact sections 
(left) to the totally bizarre. The latter elements will hamper the chances of a western release 





Konami 





Baro: 
ILE 


Release: Out now (Japan) 


¥7,800 (£45) 








TESTSCREEN EDGE OCTOBER 1997 





Several scenes in the game (above) make the most 
of an improved sprite engine that caters for far 
larger characters than was possible in the previous 
game. The FMV sequences (top left) are displayed 
in fullscreen SVGA and feature animation of a 
quality which can be compared to contemporary 
Disney movies. The sprite art (left) blends 
seamlessly with the backgrounds - no easy task 
with this style of cartoon presentation 








that LucasArts is back in the running with the forthcoming 
Curse of Monkey island. The challenge for Broken Sword li 
(subtitied The Smoking Mirror), then, ts not only to match 
the glory of the original, but also to contribute something 
new to the genre in the same way its predecessor did 

This 15 no easy task, but it's one that Revolution has 
just about pulled off. Granted, the improvements here are 
often subtle ones, but there's a satisfying sense that 
progress nas been made in pretty much every aspect of 
the game — the user interface, the character animation, 
and tne story itself 

George Stobbart is once again the hero of the hour 
his American origins handily making the game more 
accessible to the US market. As the game opens, his 

he first Broken Sword game marked a major relationship with the beloved Nico (5 in tatters. When she 
T turnaround in the fortunes of UK-sourcec 5 rendered unconscious with a poisoned dart and 
graphic adventures, with York-based Revolutior abducted before George's eyes, while the kidnappers 
finally toppling LucasArts тот its perch as genre leader eave him tied to a chair in the company of a tarantula, he 
Glorious SVGA visuals signalled the dawn of real cartoor sets off on a long and winding path towards rescuing her 
animation, while the script successfully juggled suspense and effecting a reunion 
with humour, Player rreedom with tight piotung And a [his punchy first act sets the tone for a pacier, more 
surprisingly literate piot based on the Tashionabie topic of tanciful adventure than tne original, with the initial Paris 
the Knights Templar provided the spark for a yam which locations soon giving way to a whole section in Centra 
Diended European wit with the action of an Indiana Jones America, where the mystical central plot, conceming the 
romp. Tha climate for this sequel is rather less reappearance of an evil Mayan deity, is eventually 
welcoming. With high resolution now a standard, all revealed. Stobbart remains amusingly ineffectual, and the 
Sprite based software is H Vink a Nard time competing game continues tne firsts conversation-driven format, but 
ti 


with the polygonal delights of 3D gaming, especially now 15 time there are a number of movie-like set pieces 
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Fans of the first game will no doubt recognise this 
particular brain-addled character (top), who's never 
sure if he's a bumbling tourist or a CIA agent. Many 
scenes, such as this one (right), employ several 
layers of parallax scrolling to emphasise the 3D feel 


with that Indiana Jones eiement naturally coming to the 


fore in these more exotic locations. It makes for a 





dynamit experience, alti OUg | the stunts and situations 


do five 5tobbart one too тапу opportunities for smart 


quips, making him perhaps just a little less liKeabie this the resuit IS 50 SUDTIE (пат It Can easiy go unnoticed 

time round Those expecung Revolution to retum with a whole 
But while the action elements have been scaled up new way of presenting the graphic adventure will n 

so too has the wordiness, resulting in some scenes where doubt grumbie at the format used in Broken Sword If. But 

the plaver has little to do but cycle throug! | possible the fact remains that this kind of game engine has 


questions in search of a scrap of a clue, or worse, suffer a survived for so long simply because it is so effective, and 


couple of pure sit-and-listen passages Yet the extra by further honing ever 


y eiement of an already classy 
gue has also given Revolution the chance to really go game engine, Revolution has done more than enough t 


to town on characterisation and comedy. This is a far retain a contemporary sheen 


funnier adventure than tne last, with some excellent 


exchanges inducing genuine belly laughs. There'sevena BROKEN SWORD II SUCCEEDS IN BEING BOTH COMIC AND 
o Appii и THRILLING, PRESENTED WITH A VISUAL STYLE THAT REALLY DOES 
| د ریا‎ sc ud edendi APPROACH THE STANDARDS OF A GENUINE ANIMATED MOVIE 


ere 5n "har 
dks dd Lila | 


mastermind of the game. "Sounds like a comic-book villain 


The graphics benefit from a similar increase in detail But it s the script itself realy under scrutiny nere, 01 
The superior backdrops and character sprites are applied course. As with the original Broken Sword, there are more 
with sottware tlitering as they scale toward the player = than enough references to both mythology and historica 


viewpoint. This subtle blurring. plus translucency and fact to provide a solid foundation for a story that 


shadow effects, provide a greater sense of conesior succeeds in being comic and thrilling, presented with à 
Detween Sprites and backgrounds, Which Б ennanced Dy (sual styie tnat really does approach the standarts of a 
the many occasions when objects, characters апо genuine animated movie. ine result rs nothing less than a 
background detail interact seamless! азык. Revolution is to be congratulated for creating а 
The control system, on the other hand, has been sequel that is much better than its predecessor, and for 


pared down, with fewer icons tà get to grips with. Instead, once again upping the stakes in a genre that has 


m 


two different cursor types provide access to all object finally learned to use the technology availab 
manipulation, movement, and conversation, with the 

гате engine taking context-sensitivity just about as far as Edge rating: 

It can go. Such an approach also reduces the range of Nine out oi 
possibilities when problems reduce players to trying every 
sible combination of actions and objects 一 something 
that can CONSUME naurs Іп ESS 1 Чү сеѕірпед grapi 


adventures. However, with the puzzle designs proving 





mostly logical or information-based, such floundering 
moments аге thankfully rare 

This particular section in the Central 
American chapter of the game (left) 
puts the player in the role of 
Stobbart's sidekick and love 
interest, Nico, as she attempts to 
fend off a general's amorous 
advances. Predictably, the game 
begins with a mystery (top), as 
Stobbart embarks on his quest to 
discern the whereabouts of Nico 


The developer has even improved the audio side of 
the game, retaining composer Barrington Pheloung's 
Services for the orchestral score, but applying an eve! 
greater degree of context sensitivity, with transitions 
reflecting the action. A discussion about easy listening 
prompts the soundtrack to follow suit, for example, while 
at one point the mention of a Mayan artefact provides the 


ше for a surge of pipe music. This Is all complemented by 


plenty of ambient effects and faultiess vocal acting, and 





Developer. Revolution 
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The game now sports clearer visuals and a healthy 
amount of attention to detail such as tyre stickers | 
and glowing brake discs after prolonged deceleration 
{Sa 5ad indication of how money-mad tne further than around 15 metres beyond rhe front wing of 
videogames industry has become when any title the cars, it only really works when the two players nave 
displaying a nint of success Is followed Dy a an intimate knowledge or the circuit. Another major 
sequel after a matter of months. Despite sporting af drawback is that it isn't possible to alter the car 
assortment of bugs, Formula 1 '?7's predecessor was last aerodynamic and Drake settings during the practice 
year s best-selling PlayStation game - hence this nasty sessions, which means that players have to guess the 
tollow-up. Although the game ofters enhanced racing settings before qualifying and racing 
action and several new additions, cynics would suggest Nevertheless. this version i5 currently as close to the 
that the improvements could have been included in the reali thing as PlayStation owners аге going to get without 
original had the developer been afforded mare time on it having to borrow Schumacher's overalls for the day 
The updated gare sports this season's statistics- Dedicated fans of the sport will no doubt rush out and buy 
completa with all the drivers and teams currently involved It, put despite the undisputed improvements, it may well 1 
in the World Championship = and 18 circults, including a prove a 1е55 attractive proposition tü many owners of the 
new track (the Australian Grand Prix now being held in original, who could be left wondering whether the new 
Melbourne, not Adelaide), Most importantly, CPU drivers features represent real value for money 
nn IOnger зү ө үшү" ИГ ine racine Ime and actually et men. or course. (пеге s aW ays ine | 
react to the player, moving Over in order to avoid crashes possibility of next year’s version to tempt them *- | 
ind displaying a certain amount of Al In the process | 
when lents di г thev're now far more Edge rating: 
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Eight out of ten 


The difference between the ‘arcade’ and ‘sim’ modes 
SNOW hore Drone Ince, with The Tümer mode wigan 
exgggerating powerslides and turning the whole 
experience into Something more akin to a rally game. Rea 
| aficionados are likely to opt for the Grand Prix mode 
nstead, which offers an impressive amount of realism 


and also boasts new additions, such as a flag system, 





realtime telemetry readouts, and helmet tearoffs for when 

Vers viene Henares era an oll ard cst | Dynamic weather and possible engine failure make 

qa 4 е5 oue spl et ae ` the timing of pitstops crucial if races are to be won. i 
Sadiy, the splitscreen twoplayer mode is | The right tyre choice might also help (left) 


disappointing. Because the CPU struggies го draw any 








The new cockpit view (above) is 
particularly impressive, offering the Format PlayStation | ` Publisher. Psygnosis — 






most realistic mode of racin - - : - 
Ë Developer Bizarre Creations Price: £40 Release: Out now 








Although normally positioned 
behind Croc, the camera sometimes 
selects awkward angles (above) 
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The ‘inspiration’ for Croc is clear. N64 owners will no 
doubt have seen something like this before (above) 





ne first of the true Super Mario é4-alikes has 
il T ла 1 ri the Fart n 5 CLIE er. . jte аа r irem 
3ne-time ubercodeshop, Argonaut. After the 
yas nf р5еи! 4 Iztinrmaor =: ich as Pande "um. it 
15 time tor other developers to prove wnat they can оо i 
the wake of Nintend gl n-aenmng tit 
ТАЕ! Eug roO 7! IL hed Е m II LJ ji | | Еге t" ЕП 
ft ands of an area known as the Gobbo Archipelag 
i 
Lach of thé TOU Dros (OW со SIX теме nd васп 
Т InIOSP í ГІ! П iat rw aril ЕТЕ ETIO 4 
3obbos. These six are further divided into sets of tv 
ELUNE ан SIX Ol I 200005 in each от the three-leve 
ets reyeg ecret stage. These eight secret sectior 
васп contain a magical puzzie piece, and collecting all 


eight provides access to a mysterious fifth island 


Tis; А X ian | m, I " ` , Р F Р 
Throughout the 3D levels, the player is encouraged ti 
lect crystals. Hitting the magic 100 mark grants an 
extra life, while taking damage forces the entire collect 


tO ба (di зе cer) over the floor. at which point (here isa 


brief opportunity to regather them before they disappear 
лагпепеп Dito kamers W JM Course. recosgr 
elemens Such a5 this immediately 

f а! TEITT et Ë m = 3T the jest а јуу“ гаї Е titia 
ti j ya Arg fia | Th regle | d SETIE 1 ГЇ WOT 


within which uns, jumps and swings with 


"y 7 31047547 mig PAY Tk E o; ^ y Ja r у ro =p С at aT 
maeniticent animation, The other characters are strong 


to єрїп desien skills Usually associated with wel 
produced Japanese games. in fact, the presentation і 
general is handled with exceptional professionalism 

ya exter е play reveals the game's weakni 
WOT Ol trolling the green-skinned creature 
nWkwarü, DUT the game camera often tends то present 
the act rom Di iar angles rather than from behint 
the player, making it difficult to judge jumps and ofte 


ү Format PlayStation _ 


jveloper. Argonaut Price 





Fox Interactive | 
£45 Release: October 
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eading to situations where enemies launch fatal attack 
frc = ntfs FE [ a . nbekn FT " dr e n Ver Three 
camera settings are selectable, but the options prove 
much less flexible than those of Mario 64, Certainly, those 


who were quick to knock the camera system of 


Nintendo's game would be wise to make room in their 


stomachs for 4 rather large slice of humble pie 
тага are m my Similar rec Detweern Groc and SM ed 


Out Playstation owners will ппо the comparisor 


infavourable. Croc offers neither the depth nor the 
innovation of Nintendo's game, and the short, barren, and 


Edge rating: 





Underwater sections are atmospheric but, like the 
overground areas, can prove rather claustrophobic 






himself in, GunBullet a ays 


manages to offer humour and variety 


E 
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| hen Namco announced its Guncon last year, 

W many gamers Telt that they could expect littie 
support for the peripheral after the release of 

the initial compatible title, Time Crisis. After all, almost 
every console format in the past has boasted a gun-like 
accessory which has dramatically failed to make an 
impact due to a severe lack of decent compatible 
software. Indeed, the videogaming world must be packed 
with discarded ligntguns whose potential remains 
unfulfilled. Of course, the problem lies partly with the 
gameplay limitations of the gun-game genre, but 
publishers are also wary of producing titles of use to 
only the relatively small userbase which has invested in 
such peripherals. 

Whether history will repeat itself with the Guncon 
remains to be seen, but by releasing GunBullet so soon 
after Time Crisis, Namco is already doing more than 
previous publishers nave managed. Naturally, as sole 
manufacturer of the Guncon, it stands to lose the most if 
the system fails and is therefore merely looking after its 
own interests by offering continued support, but it's a 
commendable move nonetheless. 

Gungullet is. a conversion of the laughs-packed arcade 
game (aka Point Blank), and apart from the coin slot 
nothing seems to have been lost in the translation. In fact, 
as with Time Crisis, this PlayStation version has exclusive 
features which greatly improve its long-term value. 

The main game, however, remains true to its arcade 
ancestry, As Dr Dan or Dr Don, up to two players choose 
one of two difficulty settings and test their shooting skills 
over 16 levels. These levels, although essentially similar to 
each other (this is, after all, a shooting game), are perfect 
examples of imaginative Japanese design and as such 
present the player with a welcome amount of variety. 

Shooting rows of bottles on a drinks cabinet, 
destroying meteors регоге they crash into a planet, 
splintering a falling leaf with a single bullet before it 


i 




















Format: PlayStation Publisher: In-house i : 
Developer: Namco Price: ¥7,800 (£45) ` 
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Whether it's TRE FEF sailors from the 
clutches of vultures (left) or standard funfair- 
style stuff, continuous frantic action is assured 





reaches the ground or trying to kill a fly as it buzze 
annoyingly around the screen are just some of tne nae 
humour-filled tasks facing potential Dirty Harrys. 
Furthermore, because the levels are presented in a 
random order, every game offers a different succession of 
Stages, and a Strict time limit ensures much panic- 
induced trigger-pulling. 

The console-exclusive mode offers a special 
arrangement of the arcade game, which includes levels 
not present in the original version. A training option 
allows players to seiect either an individual or a group of 
levels with which to hone their skills, while a survival 
stage allows the player to progress through the levels 
until he has run out of lives. 

The Quest mode is perhaps the game's weakest 
aspect. It sees the two doctors travelling through 
GunBullet island, meeting the locals and fighting off 
enemy attacks. All of the classic RPG elements, such as 
health and hit points, are here, together with the option to 
purchase better equipment with tne money gathered from 
successful battles, but the change of pace proves too 
drastic for a game which thrives on constant action, 

In contrast, the Partyplay option really allows 
GunBuilet to come into its own. Here, up to four players 
take part in turn-based score or tournament battles, with 
two players playing against each other at any one time ~ 
or even eight players going head to head as two teams. 
This section stands as the perfect after-pub activity 

Ultimately, although it hardly pushes the boundaries 
of the PlayStation, GunBullet is an addictive, colourful and 
enjoyable title that fully exploits its own strengths E 
as an accomplished multiplayer experience 


Edge rating: 


Seven out of ten 





A graveyard is even used as a setting for the action 





Release: Out now (Japan) 
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The Ghost in the Shell manga and anime delivered a complex plot 
revolving around computer crime, the Net, and cybernetic people. 
The videogame, however, is little more than an arcade-style blast 





hile the movie tie-in nas rather had its day in the 


W west, the animation industry in Japan still 
provides rich pickings for publishers seeking to 
give their game a much-needed promotional boost. Even 
50, given that Ghost in the Shell is so rich and complex in 
its anime and manga farms, it's disappointing that Sany 
has ignored almost everything that makes it so special 


St ORT тэгп: 





The way the landscape twists and turns is well 
— making this a pes unlike any other - 
although at times a terribly disorientating one 


| 













Developer: Exact 








Format: PlayStation Publisher: SCE 
Price: ¥5,800 (£30) 
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What the game actually turns out to be is a reworking 
of the Jumping Flash engine = not surprising considering 
that developer Exact was also responsible for coding the 
two Flash adventures for Sony. The objective 15 simply to 
snoot or be shot as players scuttle their way around 12 
rather short levels, each of which culminating with an: 
obligatory boss. Flash's cartoonesque world has been 
replaced with a rather grey and grim setting, and the 
comical Robbit has been superseded by Fuchikoma, an 
insect-like tank piloted by Ghost s heroine, Motoko 
Kusanagi, accompanied by her special police squad 

Exact's gimmick пеге is not that it's possible to jump 
seemingly miles into tne air, but that tne tank can scale 
and cling to walls and cellings, The screen always rotates 
50 that it is In an upright position, which makes for an 
interesting twist when the obstacles are shipping 
containers and buildings on a dock. The game turns into 
little more than a Descent clone, however, when 
Fuchikoma is in an interior complex. Tne fact tnat the 
viewpoint slips into firstperson whenever the tank finds it 
can't back up any more can create havoc when trying to 
cope with a screen full of flak in cramped conditions. But 
there's plenty to shoot at and the going would be 
admirably challenging 一 considering this is a Japanese 
game - if it wasn't for the memory-card save option 

Ghost in the Shell is an enjoyable, if short-lived, 3D 
shooter made more desirable by its lavish presentation, 
featuring over ten minutes of new animation by the original 
animators and music courtesy of techno exponents such 
as Hardfioor and CJ Bolland. It's just a shame that Sony, 
in trying to get as much as possible for its money, forgot 
to produce a game that actually had something in 4e 
keeping with the licence It spent It on | 





Edge rating: 


Seven out of ten 







| Release Out now (Japan) Hj 








й look impressive, but the‏ یما 
mechanical bosses have attack‏ 
patterns that are easily learned‏ 








Though the ics hardly push the 
N64, it's d to see how else 
they could have been interpreted 
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layers, each layar composed 
myriad shapes and colours, The first five letters of the 
name is pretty much all that Tetrisphere has in common 
with Tetris, as this |S really a three-dimensiona! variant on 
the likes of Columns and Puyo Puyo where blocks must 
be removed in chain reactions. The shadow of the 
player's next assigned shape rests in the centre, and E 
rotating the sphere to position it over an identical tie | 
possible to remove ail adjoining DIOCK 


ni Pm 


whatever space nas 
' 


reaction elsewhere on the sphere before the first ends, 
and the combined total block count (embarrassingly 
referred to as a ‘combo’) earns varying strengths of magic 
with which to remove substantial portions in one special 
attack. The ultimate goal is to blast a path to the core, 

Ithough the thoughtful array of modes and options can 
provide more diverse challenges 


well ode (above), | 
dons Vus Hey lo ge Rent te ed Rep AA оа 


Cute graphical effects sometimes come into play (right) 


atching another human being play Tetrisphere 15 
W Ike trying to fathom Vulcan Chess or 


holographic Missile Command – one of those 


unconvincing future entertainments that science fiction 
annot get quite right. Those doubts never completely 


isappëar, but the №4 has acquired another so-so titie 


hat's perfectly summed up as a 'diversion', 
The playing field Is a enia of severa! onion-skin 
d of tessellating tile blocks in 


5 of the same ipd 
id colour. I! no chains exist, blocks can also be slid into 
Ë been cleared 

Further tactics are unveiled in the ability to cause 


iw" chain reactions. This allows time to set off another 


Doubts arise when Tetrisphere is compared to 
siio less eiaborate puzzie concepts. With the likes o 


Puyo Puyo it's possible to work to a rough long-term 
strategy. Tetris itself has a number of edge-placemant 


Format. Nintendo 64 Publisher: 


Developer H,0 TÉ = Price: $70 (£46) 
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tactics to learn. But Tetrisphere, being so graphically 
sophisticated, remains unpredictable pide the mastery 


of a couple of basic techniques. It's quite impossible fora 


player to hold the whole board in his head, so to speak, 
even though only yes Jf it is visible at any time. Planning 
ahead is a hopelessly ambitious task 


To make up for that simplicity, Tetrisphere ups the 
speed and punishes harshly for errors, The bizarre 
consequence of this fast and ; тапш playing style 15 an 
odd resemblance to Tempest 2000, being immersive, 
engaging, abstract, desperate = even down to the pulsing 
old-school techno BGM that sets the pace 

It isn't going to supersede the original Tetris in 
anyoody s appreciation, but Tetrisphere does share that 
capacity to draw players away from ringing phones and 


boiling milk pans for a session in which time : 21 
appears to dilate. Science fiction Indeed 


Edge rating: 





Six out of ten 





The puzzle game is but one genre that the N64 still 
lacks a ing example of - Т is unlikely 
to reset the balance, despite some nice touches 





Nintendo 





Release: Out now (US) 
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Marvel Super Heroes 





TPE aa. 


ren em 








L = 
了 eee lew 


Foul lal. | 


Capcom's addition of elds which 
scroll vertically as as horizontally 
allows for aerial dita manoeuvres 











As in previous Capcom beat ‘em 


u rows form a la of 
oss uarters ral ui Шашкан, 
less agile characters excel at 








eflecting the colourful nature of the comic-book 
characters it features, Marvel Super Heroes is a 
heady cocktail of pyrotechnic effects ang 
outlandish special moves. Iron Man fires screen-long 
blasts of photon cannon, Blackheart summons Strange 

apparitions to overwhelm opponents, ultimate 'boss 
character Thanos engulfs assailants in flames 

While Dasic moves aré accessed by familiar stock-in- 
trade pad combinations, the more outlandish attacks can 
only be utilised through moderately complex sequences, 
something SF Alpha aficionados will grasp with ease, With 
some ë assaults filling virtually the entire display, mastering 
a Character |s particularly satisfying. 

To counter the potential imbalance such wild attacks 
ould create, Capcom has increased introduced vertical 
crolling to complement the horizontal. Traditional jumps 

(апа the assorted attacks they Support) are present as 
ever, but by pressing down followed by up or tapping the 
left shoulder button, players can launch their character 
skyward. An indicator appears, revealing the off-screen 
foe's position and, by judging descent in accordance with 
this, accurate falling attacks are possible 

Marvel Super Heroes’ airborne brawls are a great 
feature, and one beat 'em up fans will find surprisingly 
easy to master, With players able to use special moves 
and throws while aloft, it allows the smaller characters 
lacking large-scale projectile moves to compete on level 
terms. It also prevents play from degenerating into à tit- 
for-tat excnange of arbitrary long-range specials 

Another key addition is the ability for players to 
collect and use power-up gems. Tnere are five in all, each 

capable of boosting abilities such as speed and damage 

resistance. Purists may find the concept distasteful, but 
it"s a novel aspect that doesn't intrude upon core gameplay 

MSH also supports another type of power-up - the 
Saturn RAM cart. Launched in Japan as a package, the 
two combine to offer a stunning, near arcade-perfect 
experience. Shorter loading times and additional frames 
of animation are the principle benefits, but some players 
claim an actual increase in gameplay speed. If such an 








re m 
си т уе. 
Strength s ofset by their comparative lack of speed 








ncrease exists, however, its bearing on play ts negligible. 
Along with the lack of Alphaesque refinement of 
character-vs-character balance, it's noteworthy that MSH 
occasionally hiccups in its efforts to maintain a steady 
frame rate, When two of the larger characters do battle, 
the occasional Judder is an unfortunate side effect of 
large-scale sprite manipulation. But, again, gameplay 
remains unaffected, and it's unlikely any other than 
die-hard fans of the arcade original will find it a distraction 
Loading times are MSH s main weakness, while = 
unsurprisingly — its twoplayer mode 15 its Strength. An 
option is provided to replace front-end presentation screens 
with simple text, thus cutting disc access, but the delay is 
still Just long enough to irritate. Without the RAM cart, 
Virgin's November UK release could be a disappointment. 


Even without sucn peripheral enhancement | 
though, MSH remains a very fine beat 'em up. E 


Edge rating: | — 
Eight out of ten 


| Publisher: Capcom | 





i Format Saturn 


Developer. In-house 
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i Hi adt. rare, 
МӨТ ТТЛ me driv 





COMMant Comeaop genre, wnere nS 


implementation i We r) ri (Ke Sets ihe 


leachnoiog cal benchmark, it's Не surprise 
that SNK 15 using the rmat in Ime first 
workout for its Hyper Neo-Geo &4 board 





te 


Ine T Ine (w tur h will Da elered wines 


the tie MOAT 5 Ede outside Јараги ts а гасит 


caine Which, rather In depicting hen-t, 


сгапкеп-го-1пе-тах Sports Cars Screaming 
around polygonal courses, attempts to 
distinguish jtselt from its myriad rivals Dy 





d 142477 
аг ати 4 5 


INTTOCUCING the concept. DI щй ИШ А 
Axas which would appear more suited to a 
Salisbury s Car park than a racetrack 

In SNK's Offering, players will be abit 
choose one ot three cars = a Mitsubishi Paleti, 
a Toyota Hilux or a Land Rover DiscOVery 
VBIES. ON each course alternative routes сап 
De taken, as in колапс GTI Club, resulting in 
a variety of different surfaces, the evel of 


EWE Pea ie SPET E Chey Iur 41 г) 


осе Wilh ihe onscreen aon. Up! 
IOUT сапе can D ked tor mutia yen 

Ta), AW n n I AUF I "K 
sima MICE CRUEL 


Annougn Round Trip Teatures exoedent Car 
modes and Some impressive Dackproundas, 
wit!) a pleasing amount ti variety, The game 
does angear rather siuegmsr. While itis may be 
in keeping with the type or vehicles being 
driven, SNK may find ir Nard t0 compete 
Successtulty against the comparatively 
tull-on nature of its competitors 
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. part tram Round Trip, Samurai Spirits 
, edis currently the only other game 

' ^ announced forc SNK's new Hyper Ned- 

бер 64 arcade board, Edge spoke to the 

Japanese firm, famous for its 2D peat ‘em ups, 

about its latest figni extravaganza.. 






' 
- mc i 


Edge: !s ihe development team for 5S64 the 
Same Bs thar of the other SONS Panes? 

SNK: Almost —the planners, designers, and 
ine director are the Same people. 

Edge: And how big Is the team ? 

SNK: Around 20 worked on the project, which 
is more than on any of the previous versions 
Edge: Were they already 3D programmers? 
SNK: No, they Had almost по 3D experience 
Edge: 15 Samurai Spirits 63 а true 3D game? 
SNK: Yes, but to maintain a high visual quality 
we used some et rhe numerous 2D effects 
available on the Hyper Neo-Geo 64 

Edge: How similar is it fü previous versions? 
SNK: The visual aporoach and ihe almosphere 
haven't changed. The characters, the Angry 
gauge and the fighting system are essentially 
still the same. Players used to Samurai Spirits 
should be able to adapt to this version easily 
Edge: What has changed in gameplay terms? 
SNK: The game uses a Compo system, which 
Is pretty ѕғапоаго in today's 3D fighting games, 
but We also developer a new system which 
allows the player to change an attack while 
performing a combo. There's also a new 
"tree-dash' button, allowing the character to 
perform more strategic movements, The basic 
character commands are essentially the same, 
but some special attacks have beer impróvec 
and new ones added 

Edge: When did work start an the project? 
SNK: Development Started а year аро, but 
work on (ће software began last November 
Edge: And now difficult was the move tO 307 
SNK: The most difficult aspect was to tum the 
character design into 3D. Rather than Starting 
from scratch, we had to keep the same 2D 
characters and turn them into 3D. With certain 





ARCADE 





Characters, tor example, we didn't want to 
represent their hair using polygoris... It was 
very difficult. 

Edge: Who developed the Hyper Neo-Geo 647 
SNK: Kazuhiro Kono was the project manager 
Edge: And whose technology is the board 
based оп? Is t an internal development? 
SNK: Not all of the board was designed at 
SNK. Other companies have 2150 contribute 
10.15 Gevelopment 

Edge: Whal do you see as its strengths? 
SNK: Because of our know-how, we 1hink the 
board would benefit almost any sort of 2D 
game, but iL iS equaily at nome with 30, 
hetwork ar high IO games 

Edge: How do you think it compares to mare 
Sega s Model 3 or Konami's Cobra board? 
SNK: The concept is dilereni, so there's 

little point in drawing Comparisons E 
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Y takes pride of place in Edge's 


Last month s cover game, 
50th issue Gallery, while Psygnosis' F1 '97 brings up the rear. This month 
also features the first reader CGI following the invitation in issue 47... 





© Westwood Studios ) 


This image is from VIE's 
forthcoming adventure, 
Blade Runner (see E49), The 
game draws heavily upon the 
visual reference material 
provided by the movie and 
the sketches and design 
documents of renowned 
futurist, Syd Mead. 

Lead artist Aaron Powell 
has watched Scott's seminal 
sci-fi movie perhaps more 
times, and more closely, than 
anyone else on the planet. t 
'There was very little original 
material left over from the 
sets and documents 
associated with the shoot, so 
I had to get almost all my 
visual cues from the 
laserdisc of the movie,' he 
explains. ‘I watched that 
thing over and over, frame by 
frame, made sketches myself 
and tried to piece together 
the techniques used to build 
these amazing sets. The 
characters, too, have a 
distinctive style. The thing 
` you have to remember 
about "Blade Runner" is that 
the whale thing is a weird 
retrofit evolution of what 
we have today. It's a real 
melting pot of styles.’ 


АШ amages, куеп] Led RD Shaqe ges by 
Westwck Studios anms Aaron eowot 
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central character (players 
hoping to play Deckard are in 


| і L tor a disappointment), is 


Á RF McCoy, Blade Runner's 


constructed from more than 
200,000 polygons, although 
this is reduced in-game to a 
still-impressive 32,000. The 
key, says Westwood, i5 to 
keep all the polys as small as 
possible. This affords the 
necessary detail and keeps 
the frame rate high 

1f anything can be said 
about "Blade Runner”. says 
Westwood VP Louis Castle, 
‘it’s that the sense of place, 
the richness and detail, the 
layering of sounds and 
immersiveness of the 
onscreen environment was 
extremely convincing = 50 
much so that here we are, 12 
years later, and it still holds 
up. That's a huge thing to try 
to live up to.' 


















Lucy, one of the characters 
in the game, is obviously 
closely modelled on Pris, the 
Nexus 6 Replicant from the 
movie. Westwood's Blade 
Runner presents all the 
scenes and gadgets from the 
film, without clashing with 
the original storyline. 
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Psygnasis 


This image (right) comes 
from the opening sequence 
of Psygnosis' F1 '97. Created 
by Halli Bjornsson of Bizarre 
Creations (the developer 
behind the game), it is an 
excellent example of how a 
normally static and clinical 
medium can reflect both 
motion and mood. To 
achieve the bold lighting 
effects, Bjornsson used the 
Mental Ray package - ideal 
for volumetrics = апа then 
touched them up using, 
naturally, PhotoShop 





The detailed image (above) 
was also taken from F1 '97 
The artist, this time, was 
Mark Akester, who remarks 
' positioned the car to make 
It look as if it's braking into à 
corner and struggling to 
maintain grip. Even though 
the conditions are wet, the 
sky 15 brightening up and the 
sun is coming out. Well, an 
overcast sky wouldn't suit a 
bright, attractive mag cover, 
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Опсе again created by Mark Akester, these F1 ‘97 renders 


(left, below) feature much of the geometry used to create the 
backgrounds in the game itself. The cars in the foreground 
are made up of approximately 30,000 polygons, those in the 
back only 500. The red Ferrari (left) was created by Bizarre's 
Steven Heaney, who used PhotoShop to generate the glowing 
disc-brake effects 





Cover versions 
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readers to send in their 
own examples of CGI art, 
several entries of note 
have been received. 

This image, from Simon 
Dew of Kidlington, Oxford, 
possessed little ingenuity 
but still demonstrates that 
the planning of a series of 
images is as important as 
the legwork that goes into 
rendering them. 

More in-cover images 
will be published soon. 
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olréet fighter Collection 





Capcom has announced a new retro 
compilation which gathers together three of 
the key titles rom iis seminal Street Fighter 
beat em un senes 

Smeer fighter Сан сї, wid consists 
of Street Fighter il, Super Street Fighter II 
Turbo (Satum version, above, PlayStation 
below) and Stree Fighter Aiphio 
(PlayStation version, boltari, shall bi 
available on Japanese import, on both 
Метла, by the time vou read the 

Both 32bit vervorns. are believed to be 
just about arcade perfect, and should prove 
lucrative for Capcom m the Japanese market 


at least, where beat ‘em up-crazy Satum 


DTE aTe legi Wi 
No пем vet Ona UK rele ie LN 


although Virgin may pick up the title 





ta publish here later this year 
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Тһе рате featured dozens ої distinctive enemy characters (left). Perhaps its strongest feature — how 
muc | 


was packed into eight megabits - including the entire first level of Gradius as a subgame 





hen Konami made the brave 

lecisian to translate Сот 

Gaemon and release it as 
Let rend n! I! ie Avot ril Mi Vcl Т ma 
west, tew gamers could have known 
what to expect. What they found was a 
title so resolutely Nipponese in its 
approach that it was unafraid tà try 
absolnte anything in its pursuit of 
lelivering entertainment 

As well as giving Goemon (а pudgy 

fellow with a shock of blue hair) and 
Ebisumani (his even pudgier comedy 


sidekick) the more digestible moniker 


сеа: کے کک‎ EE. 


origins — 


Lom 


of Kid Ying and Dr Yang, Konami also 
had tà tone down some of the gare s 
more risqué content for the more 
sensitive western market. Fortunately, 
everything else stayed much the same 

An action game with RPG 
aspirations, Mystical Ninja's structure 
saw players first exploring villages in 
which clues, tems and, most 


entertainingly, bonus-game diversions, 


Publisher: Konami 








ght) 


including lottery, horse racing and maze 
games, then moving an to enemy 
packed plattarm-based sections: 
Mystical Ninja encapsulated 
everything that was exating abaut the 
birth of T&bit consoles, using of bold 
colours, a fantastic onental soundtrack 
and setting a standard for imaginative 


design that has rarely = if ever a 


一 been seen since 
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VIDEOGAME DEVELOPMENT UNDER THE MICROSCOPE 
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Creating and running a game deveiopment studio: part 2 


though employing staff, finding an office and 
A buying equipment are all vital to setting up a 
development house (see Edge 49), the most 


important thing a software company can do when it starts up 
is develop a marketable product. Of course, a sparklingly 
original game idea would be good, but it's not strictly 
essential. What the studio head needs to do is persuade a 
publisher that game X will sell by the thousand and make 
everybody a lot of money. Which, as anyone who has 
watched the industry over the last five years can testify, is 
very different from having a sparklingly onginal garne idea. 

Opinion on what makes a successful game is divided. 
Eidos MD lan Livingstone, for example, insists that 
originality is still more important than coming up with the 
latest Doom clone: The market is more and more hit-driven, 
with sequels dominating the charts, so establishing new titles 
is tough and takes a lot of promotion and PR. However, it is 
essential that small teams create onginal concepts and 
establish new genres to have any chance of survival.’ 

Ocean's UK head of marketing, Andy Hughes, is more 
sanguine about the need for onginality. "The gaming markets 
these days have moved into a new era. Onginality is still as 
important as ever before, but development teams must 
understand that not all great new ideas are commercially 
viable. An understanding of the market and its ability to 
accept certain genres of game and a real commitment to the 
project is essential.’ 

Mark Cochrane at Psygnosis is slightly more lyrical. 
‘From the concept perspective, we look for originality, 
content, technology, look and feel, feasibility and 
marketability. You can look at it like baking a cake. All the 
ingredients must be there in the right amounts, but — and 
this has never been more important — it also needs to be put 
in the oven for the right amount of time. In a team, we look 
for ability, experience, structure and organisational skills, not 
forgetting the interpersonal elernent.' 

Whatever the case, this process of persuading a potential 
publisher of a new game's qualities is a protracted and 
complex one. It is, for example, becoming more and more 
common for publishers to demand storyboards, plus lengthy 
design documents, sketches, animations and suchlike, all of 
which should be presented by someone looking suitably 
smart and businesslike. 

Which is where the designer suits and spreadsheets 
come in, and where it's advisable to leave the scruffy creative 
types back in the office doing what they do best. The cost of 
developing games has escalated at an alarming rate, and 
publishers are very keen to put a price on what they sign. In 
fact, even before an expensive Armani is donned, the studio 
head will have to sit down at his PC and meticulously prepare 
a business plan. Salaries, rent, rates, equipment costs, 
software costs and, in fact, anything at all that is going to cost 
money, has to be included. Consider this: a medium-sized 
development studio can spend about £700 a year on coffee. 
This all needs to be tied in to the schedule, so that if the — 
game i5 going to take 12 months to develop, the plan needs 
to cover that entire penod, and possibly even more, as the 
game will undoubtedly slip. 

But even this effort may not be enough. Because the 
contemporary videogame market is intensely competitive, 
and development is an expensive process, producers are 





wary of companies with little expenence in the field. 'A past 
development history is important,’ confirms Hughes. It's not 


that new teams can't make great games, but past projects 


and market releases show that they can hit deadlines and 
produce marketavorthy product. This gives publishers the 
confidence to invest in the future of the team and ultimately 
the game. It's certainly a trust situation for both parties.’ 

With a great deal of luck, however, a contract will get 
negotiated, which should include a royalty as well. The latter 
IS vital because it is where the real money is made – the 
advance, no matter how generous it looks, will only ever 
cover the cost of development. 

Once the contract has been signed, it's tempting to 
believe that the rest will be plain sailing. Sadly, that's not the 
case. True, there may well be a honeymoon period during 
which the publisher thinks the sun shines out of the 
developer's behind, but publishers are notoriously fickle and 
their marketing departments even more so — both know very 
well that today's hot ticket could well be tomorrow's garbage. 
A deal may have been signed and the game agreed on, but 
that all counts for nothing if the product looks as though it is 
sliding toward the garbage end of the scale. 

The smart tactic is to keep external development and 
marketing well informed about the progress of the game. 
Essentially, it has to be marketed internally so that the 
marketing department is sufficiently interested to promote it 
externally. It's an unfortunate fact, but if marketing hates the 
game, it's scuppered. This may sound like an odd fact, but as 
Hughes states, ‘Алу development team that doesn't 
understand the importance of marketing and constructive PR 
will struggle. In today's markets, both disciplines are vital to 
massrnarket success.” 

At this stage, the quality of the game is fairly immaterial. 
All the studio head needs to do is court the marketing 
department with phrases like, "This game is the next best 
thing to the second coming.’ Once they're on board, they go 
off and repeat the mantra to the gaming press, leaving the 
developer to get on with producing what, all being well, will 
turn out to be a good game. 

Even with marketing on board, the studio will no doubt 
face a number of crisis situations before the game is finally 
completed. The most likely is that a game vaguely similar will 
appear beforehand. This will inevitably cause external 
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development and marketing to get a little concemed and 
start asking if visual effect X or gameplay feature Y can be 
added. Then they'll start insisting on it, arguing that the game 
will sell nothung unless the studio complies. The studio head 
must be prepared to accede to these demands and still meet 
the deadline. 

Getting a demo ready for a trade show is another 
potential problem area. Again, this has to be achieved In 
plenty of time, because one of the publisher's directors is 
bound to see it and 'suggest' that a little something is added 
- usually the kind of "little something’ that takes at least four 
weeks to implement. 

Preparing а demo for an internal publishing review is à 
similarly unpredictable challenge. Here, the studio head will 
have to stand well back as the garne gets torn to pieces and 
the producer comes up with some 'essential gameplay 
elements/visual effect’ that necessitate throwing away several 
weeks af work. Worse still, the studio head will then have to 
summon the balls to tell the programmers and artists about 
the changes. 

However harrowing this rollercoaster process may sound, 
coming up with the goods on time is always the crucial factor 
for any development house, as Psygnosis’ Mark Cochrane 
makes clear: ‘if, during an initial dialogue, a developer says 
that they will send a demo for a proposal next week and it 
doesn't actually show for four weeks, it is likely that the team 
has no organisational skills and a disregard for deadlines, 
Psygnosis would be unlikely to pursue a development 
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relationship with such a team. A bad team is one that 
promises the earth and delivers nothing.’ 

Getting the game into the test phase reveals a whole 
new catalogue of woes. Prepare for a daily barrage of faxes 
detailing bugs, gripes, whinges, impossible wish lists and 
additions. 5tay far too late repeatedly trying to get it 
mastered, and then, finally, relax momentarily while the game 
hits the market. The keyword here is 'momentarily — the 
studio must now prepare itself to write the first of an 
indeterminate number of patches to fix all sorts of little quirks 
that somehow didn't manifest themselves in the exhaustive 
test phase. 

All being well, the game will hold onto something close 
to its recommended retail price for a few weeks and sell well 
enough to bnng in some hard-earned royalties. If it does do 
the business in the shops, the publisher will congratulate 
itself for having pulled off a marketing coup and the 
developer may well get a placatory pat on the back as the 
marketing director parades around like a world heavyweight 
boxing champion. However galling this may be, the payoff for 
the development team (as well as the royalty cheques, of 
course) is ultimately the knowledge that their much sweated- 
over vision of videogame perfection has made its mark on 
the shelves of Electronics Boutique. As Ocean's extemal 
development director, Gina Jackson, says: The advice that I 
would give to a developer is to be realistic and be true to 
yourself. Don't give the publisher what you think they 
want; do what you believe in.' 
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Gamers г are to blame cet: 
F irst, as someone who has been hed J 
with the games industry for about ten years 
(in one form or another) it never ceases to amuse 
me that people constantly bleat or abodt he lack 
of imagination and originality in today's t 
Well, whose fault is that? Let me tell you = ~ yours, 
the great gameplaying public! Why? Because 
people keep buying the same old tat time and 
_ time again. This year's update of FIFA? Oh yeah, 
we'll have that! Virtua Fighter 7? Ker-ching! Yet 
another bloody racing game? When will it end? 
When people wake up and realise they're being 
taken for a ride. Thanks God for the likes of 
Bullfrog, that's what I say. 

Second, the retro craze. There's a real risk that 
although a lot of classic games are destined to 
make a reappearance, a whole lot of dross is 
going to be dredged up from videogaming hell. In 
the rush to reclaim this industry's rich and 
colourful heritage, some money-grabbing buggers 
are going to relaunch collections of such 
'masterpieces' and watch as the moolah rolls in. 
Word to the wise is all, but while I'm on the 
subject, 64bit updates of Virus, The Sentinel, or 
even Elite certainly wouldn't go amiss... 

Third, a terrifying situation for which both 
Edge and Nintendo should receive a damn good 
kicking. Okay, so chip prices/development 
costs/marketing and production push the cost of 
a cart through the roof. Thank the greedy bastards 
at Nintendo for that. But how the photon can you 
justify giving Turok nine out of ten with a price 
like £70. Get real, this is Neo-Geo territory six 
years ago! Don't you guys consider the impact of 
pricing like this when you tot up the totals? Or is 
such a wallet-busting sum irrelevant? It might be 
an admirable game but this is just total insanity. 
Mark my words — wait until the first £1 00-- game 
hits the shelves and watch the games industry 
disappear up its own arse. 

Apart from that, bloody good mag — and next 
time you see Jeff Minter ask him if he wouldn't 
mind doing a 3Dfx light synth. 

Name and address withheld 
Regarding your first point, what you're forgetting 
is that the majority of games are purchased by 
people who don't read the videogame press — the 





uninitiated gameplaying public that flock to a 
license such as FIFA in the same way that hordes 
flock to see a duff movie such as 
"Speed 2' without checking out the panning it gets 
in a movie magazine first. This huge, uneducated 
sector of the market will always exist, and as long 
as a game has a big name associated with it then 


of people will 


quality will rarely be an issue. 

At the time of Edge's review of Turok a retail 
price for the UK version had not been set, But its 
£70 price tag would not have affected the mark 
anyway. Many of Edge's readers are used to 
paying high prices for imported games, where 
figures of E70 are the norm rather than the 


exception. Wherever possible Edge notes if UK 


games clock in at higher-than-average price — as 
was the case with countless Neo-Geo cartridge 
releases (and Turok when the price was 
announced the month following the review) — but 
the magazine judges products for their overall 


content and entertainment they deliver, and 


unless something ts particularly shortlived and 
easy to complete, pricing is Subjective. After all, a 
E90 import price tag hardly affected the review 
scores given to Street Fighter Il when it 
appeared оп the SNES five years ago. 


The ethics of emulation 

think you are correct in your statement that 

the people creating and using emulators are 
fans and not pirates. After all, very little money, if 
any, is changing hands. The majority of the 
emulator programs are free, and every ROM 
website makes them available for nothing. In 
short, no one is getting fat on them. 

These people know they are breaking the law, 
however, as they cover their pages with copyright 
statements and disclaimers. Although | genuinely 
think that the big boys such as Sega and Nintendo 
are not losing significant amounts of revenue as 
Mega Drive and NES games are not being bought 
at full price in large volumes any more. Generally, 
second-hand shops and market stalls are the only 
businesses reaping cash from these formats. 

Besides, what sort of person other than a 
game fan would spend a good hour downloading 
emulation software and ROMs, fiddling about with 
DOS and Windows attempting to get them to 
work and then playing the games on a tiny size in 
the middle of their monitor, often without sound? 
Granted, you could take the ROM image and 
duplicate pirate cartridges with it, but very few 
people | know have resources like a ROM burning 
setup! Besides, | could walk into my local junk 
shop and buy Sonic for £6, so any rogue wanting 
to sell this game would have to beat that price. 
Not very economically viable for Mr Pirate. 

Finally, a grey area exists in regard to the PC 
Engine. | always wanted one, but because it was 
never officially released in the UK and | was a 
broke schoolboy at the time, | couldn't afford the 
import prices. Now thanks to Magic Engine | can 
discover a period of gaming that | missed before. 

They may be legally questionable, but 
emulators are a fascinating peek at yesteryear, 
not fuel for fraud. 

Mark Paterson, 
Sheffield 


Crossing over to the dark side 
П n ће September issue of Edge Phil Ford 

writes something about ‘crossing to the dark 
side’ and buying a PlayStation. My answer to him 
would be: what are you waiting for? | know lots of 
people who own both consoles, and your 
problem with finding good games (or new games 
at all) would be solved. 
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(email: edge@futurenet.co.uk) 


But iha pesson why mn writing this is that 
see he is 34 years old. Well, I'm 28, and 
completely satisfied with my PSX. Of course, many 
PlayStation games suck, but some are eye- 
Popping. Resident Evil alone is a reason why you 
(although not personal fave) or Tekken 2. 

But in my humble opinion: Resident Evil is a 
masterpiece. It combines horror, action and RPG 
in a terrific game, and something is rotten in 
Denmark if it will not be released for the N64, too. 
But my advice right now is this: put the N64 ina 
closet for six months and buy a PlayStation and a 
copy of Resident Evil. It wouldn't be that 
expensive considering his — in his own words — 
‘relatively high standard of living’. 

Denmark 


A world of clones 
have to comment on the unfairness of what 
Edge said about Nintendo's presence at ЕЗ. 
Running out of ideas? Hardly. Despite Banjo- 
Kazooie and Conker's Quest looking familiar to 
SM64, it's wrong to call them clones a such. We 
must remember that SM64 started a new genre of 
gaming — the 3D platformer. There will be 
hundreds of 3D platformers similar to the way 
there are hundreds of racing games and first- 
person shooters. If Edge's remarks are correct, 
that Banjo-Kazooie and Conker's Quest are simply 
labelled ‘clones’, then indeed just about every 
new game is a 'clone' of a past one. And now that 
3Dfx has arrived, the PC is heralded as a fantastic 
games machine. Yet all we see are fancy graphics 
and little originality, something that Nintendo is 
trying to cure in the over-crowded gaming 
industry by starting a whole new style of gaming. 
Joe Kenny, 
via email 
You make a valid point but Edge was merely 
highlighting just how similar the gameplay and 
themes in Rare's E3 duo seemed to be to 
Nintendo's classic. The biggest problem assessing 
Mario 64-style games surely has to be that the 
initial benchmark it set was so incredibly high. 
Most games that try to branch out into new areas 
usually carry gameplay deficiencies that are 
gradually ironed out as more 'clones' perfect the 
formula. Mario 64 singlehandedly defined a new 
direction in platform games with ت ن‎ ye 
variety and sophistication, and as a result no 
games company has yet come Bs se to 
achieving what Nintendo has 


A shaky stick 

ey hanks for the feedback (Viewpoint E47). 

Î However, you seem to have got the wrong 
end of the stick that | was shaking. It was not your 
‘wide eyed adoration’ of Mario 64 that | was 
referring to, it was John Braithwaite's. His letter 
brought into question the integrity of the entire 
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N64 software catalogue, and this is why | felt 
justified to mention titles such as Shadows of the 
Empire, Cruis'n USA and FIFA. 
stream of versus arguments that stretch back 
remember. All this nonsense can be summed up 
in one word - angst. You're either happy with the 
system you've got or you're paranoid that | 
way, isn't it about time this pointless yakking and 
Patrick 5 Cowan, 


Sega's last stand 
he remainder of '97 shall be a decisive time 

іп the computer games industry — but most 
notably for Sega. The Saturn's market has virtually 
disappeared in one fell swoop as the PlayStation 
and N64 are perceived as being superior. The 
Saturn upgrade is therefore crucial, as it could 
conceivably give the Saturn a new lease of life, 
but only if it meets strict criteria. If it is to be 
successful it should be available at a general 
market price, ie the price of a game, and certainly 
no dearer than an N64 cartridge. This would most 
likely mean that the VF3 upgrade package would 
be sold at a loss — but such is the price Sega must 
pay if it is to retain credibility. 

If the upgrade can truly render VF3 at a 
standard comparable to the arcade, it will provide 
performance higher than anything the PlayStation 
has to offer and should at least compete with 
first-generation N64 software. The upgrade must 
be embraced by the development community, 
though, for if Sega has not yet learned that 
in-house software is not enough to sustain à 
console, the upgrade may be the last piece of 
mass-produced hardware Sega will sell. 

Paul O' Ciadha, 


There is little news about Sega's VF3 upgrade to 
report and current feeling seems to indicate that 
its Model 3 beat 'em up is being saved for its next 
console launch, Certainly, industry experts that 
Edge has consulted believe that the company had 
problems integrating the technology into a Saturn 
cartridge and then exploiting that through 

the machine's internal architecture. < 


The art of the arcade 

o me the great mystery of the industry is the 
difference between the home and arcade 
markets, For the home market, producing triple-A 
games is a tough challenge, and even the greatest 
publishers can lay expensive eggs. Look at the 
Atari Jaguar. It was the right product at the right 
time and all they had to do was to produce six or 
seven must-have killer games, Not only would 
Atari have saved itself, but the world would have 
been its own. But not even when its depended 
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instantly playable titles, the arcade giants rarely 


put a foot wrong. Even the home versions are 
never as good as the originals. While the 
technology of the home consoles is impressive it 
is only now we are seeing arcade-perfect 
conversions of Defender and Pac-Man. Will it take 
another ten years before we see arcade-perfect 
conversions of Killer Instinct or Daytona USA? 
Paul Johnson, 


The level of R&D in the arcade industry is far 
coin-op flops = there's too much money involved 
for the companies to risk taking chances. But 
shallow to work in the home without major 
improvements, and companies such as Namco 
and Capcom have made conscious tweaks 

to titles being converted for the home 


Another bitter PlayStation owner 
5 à longstanding reader of your magazine 
(since E1), | have come to the conclusion 

that Edge has indeed become - dare | say it — 

biased towards the N64. 

I am sure that you will immediately think that I 
am just another bitter PlayStation owner. 
However, as | own both hardware platforms | feel 
that | can express this view without any malice. It 
is not that there is any one particular instance 
where | have thought ‘There they go again 
putting the PlayStation down’, it is more a case 
of continual demeaning over probably the last 
ten to 15 issues. 

As for my own opinion, | think both machines 
are superb pieces of hardware but if push comes 
to shove my allegiance will always lie at the door 
of Mr Tokunaka. 

Name and address withheld 

Once again far all readers who somehow still 

haven't got the message yet: Edge does not 

favour any particular machine — but it does deliver 
praise and criticism to companies wherever due. 

In the case of Nintendo this means that the 

company and its console have recewed favourable 

coverage because of its relentless commitment to 
releasing games of high quality. Sony and its 

PlayStation, on the other hand, have favoured less 

well recently, and the magazine has reacted 

accordingly. Do not interpret this as unreasonable 

bias = itis simply open-minded reporting S 

for which Edge has become renowned, : 
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Q | 1. Why is а game like GoldenEye being 
` released in Japan first, followed by the 
US before the UK? The game is developed in 
the UK, just like Micro Machines v3, which 
was released in the UK first. 
2. Does Nintendo hold the patent on the 
D-pad ? Is this why Sega uses a circular disc 
and Sony uses a divided cross? 

Ken Wong, address withheld 

1. Just as Blast Corps received a launch 
in Japan before the US, so too will 

GoldenEye. Why? Simply because NCL says 
50, It's not worth buying this version unless you 
have a good command of written Japanese — 
the game features a fair deal of text. 
2. The existence of the same kind of device 
on numerous other joypads from competing 
companies implies that no patent exists for 
the D-pad, but its analogue controller design 
is believed to be a closely guarded - E 


and patented — property. 

| am about to purchase a standalone 

3D accelerator card and | have a P133, 
an intel Advanced/Marl ATX motherboard, а 
2Mb Matrox Millenium graphics card and а 
SoundBlaster 32, Which card would you rec- 
ommend?. At the present time the choice is 
between a 3Dfx-based card or the Apocalypse 
3Dx. | understand there is little performance 
difference between the Diamond Monster and 
the Orchid Righteous cards, but | have heard 
rumours that because of the pass-through 
cable they use, the screen display is degraded 
in some way. | have also read that the Orchid 
makes an audible click when working, which 
the Monster does not. 

Finally, is it true that when the 3D 
accelerator is not in use, its presence can 
hamper the performance of your 2D card? 

Glenn Caulton, via email 
Voodoo-Dased cards are connected to 

! the 2D card via a cable, and overlay a 
3D display on top of the Windows desktop. 
This means that it isn't possible to play games 
in a window — an advantage that its main rival 
the VideoLogic Apocalypse 3Dx has. Voodoo 
Rush, 3Dfx's 2D/3D combination card, 
addresses that problem, but support for this 
is still a grey area. 

Edge has heard no rumours of 2D cards 
being degraded by a 3D card such as 3Dfx, 
but the Orchid Righteous card does make an 
audible click when software boots up. It is 
hardly noticeable, though. 

At present, 3Dfx still has the edge in terms 
of developer support but VideoLogic's presence 
is growing steadily and can't be ignored. Due 
to the processor-dependent architecture of 
the PowerVR card, Edge wouldn't 
recommend VideoLogic's technology 
for PCs below P200 spec. 
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Konami 17 


Racing Jam 


Next issue, Edge reports from two of the biggest gaming events of the year in 
Japan. The Tokyo Game Show and Amusement Machine Show (JAMMA) both 
take place in September and will effectively act as barometers for the current 
climate of the Japanese videogames industry. Expect a multitude of console 

developments and breathtaking advances in realtime coin-op CGI. | | 


Edge 51 also takes an in-depth look at the Sega Saturn, a console which may 
have failed to command a market share big enough to worry Sony executives 
but now enjoys a cult status as a unit synonymous with the most hardcore 
gaming experiences available. As the format prepares to enter its twilight 
period, Edge looks at a much-derided machine whose potential has rarely 
been fulfilled but is nevertheless loved by gameheads the world over. 
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